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Fage 6 is a users magazine and relies 
entirely on readers' support in 
submitting articles and programs. The 
aim is to explore Atari computing 
through the exchange of information 
and knowledge and whilst vye> cannot, 
unfortunately, pay f«r iirtidttf published 
we hope that you will gain satisfaction 
from seeing your work published and in 
turn w« hfjp« lhal you will Ittiirn from 
articles submitted by other readers. Al! 
published material Is eligible for awards 
in the Annual Readers Poll and may 
receive additional Editorial awards as 
announced born lime to 1irne in thy 

magazine. 

All Original articles, programs and 
other material in PAGE 6 is copyright of 
the author as credited. All uncrudLt^d 
material is copyright PAGE 6. Unless 
containing the by* Line 'All Rights 
Reserved' any material in PAGF. 6 may 
be re-used by User Groups and other 
non* profit making organisations vuLthoul 
permission. Permission to use material 
elsewhere should be obtained from 
PAGE 6 or the author. Editors of 
newsletters reproducing material are 
requested to send a copy of the relevant 
issue to the Editorial address of 

PAGE 6 

Whilst we take whatever steps we can 
to «Ti*ure the accuracy of articles and 
programs and the contents of 
advertisements PAGE 6 cannot be held 
liable for any errors or claims made by- 
advertisers 
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ACCESS III by Matthew Jones 
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RAINBOW START by Robin dark 
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Subscription rates 

annual (6 issues) 

UK- £7.00 

Europe £10.50 

Elsewhere - Surface £1 0.50 

Elsewhere - Air Mail £16.00 

Single copies and hack issues at 
on& sixth of the annual rates 



Please make cheques payable to 
PAGE 6. 



Copy date for the next Issue is 
18 th March 19 85 

ATARI" is a registered trade 
mark of ATARI CORP. All 
references should be so noted. 



CASTLE 

SOFTWARE PRESENTS 



SPELL- ME (48 k) 
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abcdef 9hi jklH 
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* Fun! 

* E'or age 3 and 
aboue 

* Colourful 

* Educational 



^ C Bit* 



TIHC 



THE word and picture recognition game 
A MUST for anyone with young children 



TAPE or DISK 



PRICE - £4.99 



r 



GRID 2 (16k) 

THE compulsive game of logic 
for all the family 

TAPE ONLY PRICE - £3.50 



ALL PRICES INCLUDE P&P 

Send cheque or P/O payable to CASTLE SOFIWARZ 
CASTLE SOFTWARE CASTLE SOFTWARE 

3/7 JAMES COURT 78 NEW COVENTRY 

LAWN MARKET ROAD r SHELDON 

EDINBURGH EH1 2PB hi KM INGH AM B26 3 AY 



SUNARO 



SOFTWARE 



800 XL 64k COM PUTER £1 28 

1050 DISK DRIVE £195 

1010 RECORDER £ 34 

1020 COLOUR PRINTER £ 95 
1027 LETTER QUALITY 

PRINTER £245 
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Cassettes 












The Hulk 


16k 


6.95 


Encounter 


16k/32k 


8.75 


Clayjnorgue CastL* 


e 16k 


b.9b 


N iiio Co mma n der 32k 


8.75 


Spiderman 


16k 


695 


Solo Right 


48 k 


1325 


Sea Dragon 


16k 


875 


Boulder Dash 


32 k 


1325 


Stratos 


16k 


8.75 


Snokie 


16k 


8.75 


Eliminator 


16k 


8.75 


O" Riley s Mine 


16k 


8.75 



SPECIAL OFFER Jet Boot Jack 32k ONLY £7,50 



13.25 
13 25 
11 50 
1325 



Hulk 48k 
F 15 Strike Eagle 48k 
Claymorgue Castle 48 k 
Kmikk-T Dash 32k 



15.75 
13.25 
15.75 
13 95 



Bruce Le e 48 k 

Dallas Quest 48k 

Nalo Cominander 32 k 

Solo Right 48k 

Send cheque/ P.O. to 

SUNARO SOFTWARE(P64) 

P.O.BOX78, MACCLESFIELD, CHESHIRE, 
Send s.a.e. for lists, SKIP 3PF 
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Editorial 



COLOUR! 



Welcome to an all-singing all- dancing veal colour version 
of PAGE 6! To celeb vat e Atari's new machines we have 
thrown caution to the wind to produce an issue which may 
well become a collectors item! Treasure it. You may never 
see another like? it! There again if Atari can produce and 
market the new machines as well as they can design them, 
who knows? We may finally see the British public, retailers 
and press take proper notice of Atari and you may at last be 
able to read about your Atari and buy software other than 
through PAGE 6. There are strong rumours at present that 
THE ATARI USER will be launched soon, possibly with 
Atari's backing, and that it will be available nationally 
through your newsagent. If it comes to pass, and I hope it 
does, then ] wish it every success. Even though it may he 
competition for PAGE 6 I am sure that we will all benefit 
from the increased awareness it will bring. I am glad 
somebody is willing to take the gamble. 1985 looks like it 
may well turn out to be the most exciting year for Atari 
owners since that amazing Atari 400 burst on the scene a 
few years ago. 

Thank you to everybody who returned the Readers Poll 
and Survey from the last issue and there were hundreds of 
you. The Survey confirms suspicions that very few Atari 
owners bothev to read the UK computing press with only 
two magazines getting more than a 50% readership and of 
that the majority being occasional only, Computer & Video 
Games comes out as a clear favourite, despite dropping 
Atari listings in recent issues, with a 36% regular readership. 
The next most popular has only a 14% regular readership 
and from there on it is downhill all the way with between 
50% and 90% of you who NF.VF.R bethel It is no wonder 
that many people who have advertised software or products 
for the Atari over the past couple of years have sunk without 
trace or gone on to other pastures. There are (supposed to 
be) hundreds of thousands of Atari owners in the U.K. but 
the big problem has always been reaching them. Maybe the 
answer lies in the hands of Atari themselves who could take 
a leaf out of Acorn's tree. The BBC machine has an 
independent users magazine (not a patch on PAGE 6!) 
which BBC buyers have been made aware of through a card 
included with every machine. The result is a 20,000 
circulation and the opportunity for many small companies 
to advertise at reasonable rates to a committed readership. 
If they can reach their customers, small companies grow 
into big companies and so a whole range of support for a 
machine grows up, Now with a 20,000 circulation you 
could have colour every issue! 

We were fortunate recently to acquire a goodly supply of 
Atari games and applications packages and will therefore 
be giving these away over the coming year to contributors 
and in competitions. Look out for how you can increase 
your software collection in this and future issues. 



News 



Major news of course comes from Atari 
products are detailed elsewhere in this issue 
there are strong rumours that a number 
packages will be available from Atari built 
800 XL Unfortunately we were unable to 
details at the time of going to press but if you 
of upgrading get in touch with your dealer. It 
worth iL 



whose new 
Meanwhile 
of "bargain 1 

around the 
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English Software who hove been uery quiet since last 
summer ore to release Colossus Chess 3.0 on 48k 
cassette or disk It is the first chess program written in the 
U.K. for the Atari and has been programmed bp Martin 
Bryant one of Britain's foremost computer chess 
programmers. Also available will be Smash hits volumes 
1 - 3 ot£l 4.95 on cassette or£I 7.95 on disk Each pack 
contains five titles and, even though Jet Boot Jack is 
included in each pack, they represent incredible value for 
money. 

Revision C basic is now available in the U.K. Although 
released by Atari it is available only through Silicon Chip 
Ltd. 'A{)2. f ligh Street, Slough, Berks or Software Express, 
31, Stoney hurst Road Erdington, Birmingham, B24 
8 HA. Plug one in your 400/800 or XL and cure all known 
ills! Price is £9 99 plus £1.50 post and packing. 

Reports from America say that none: of the major 
software producers have written anything for the Atari in 
the last six months. They are watching arid waiting. The 
future is firmly in Atari's hands. 

LONG JOHN SILVER'S LAST STAND? By now a 

Private Members Bill sponsored by the Federation Against 
Software Theft should be receiving its final reading and is 
expected to become law. This Bill makes it a criminal 
offence to distribute? or import software on which someone 
else has copyrkjht. Penalties proposed are an unlimited 
fine or two years imprisonment. In additon it will be illegal 
to sell exhibit or possess such software. Penalties would 
be up to £2000 fine or two months imprisonment, So far 
software companies have not taken action as a civil case 
would cost more than was being gained buc if this Bill 
becomes law, all that a company needs to do is get 
someone to hire a program from one of the less reputable 
hire libraries, or buy ant 1 through the small ads, and if it is a 
copy just pass it to the Police and sit back Watch the 
papers, the next time you find yourself with a copy of a 
program you could well be committing a criminal offence. 

FLIGHT OF THE SWAN. The disk version as listed 
will only work with DOS 2.0. Remedy is to replace 
all reference to 15000 in lines 20 f 1 100 and 1117 
with 1790- 

MUSIC MAKER from issue 13 will not run in 16k 
Oops... sorry! 



WOOTTON COMPUTERS 

1 16, Edelston Road, Crewe, CW2 7HD 
Tel: 0270 214118 



THE BEST PRICES 

600 XL 16k computer 
R 00 XL 64 k computer 
101 0 program recorder 
105Q disk drive & DOS 3 
800XL ANt> 1010 RECORDER 
800 XL AND 1050 DISK DRIVE 
1020 printer/plotter 
1027 letter quality printer 
Touch Tablet and Atari Art 



Normal Our price 



99,99 
129,99 

34.99 
199.99 



99.99 
249,99 
49.99 



93.99 
8S,Q0 
32,99 
175,00 

CALL 
CALL 
93.95 
233.95 
46,95 



65XE ...65XEM ... 65XEP.., 130XE 
130STandS20ST PHONE FOR THE 
Great Entertainment BEST PRICES 

AstEroids - Basketball - Cavern* pf Mar* - Centipede - Chesa - Galax- 
Ian ■ Jungle Hunt ■ Lone Raider j Missile Command - Pacmnn - Pen go 
■ Qbc ■ Space Invaders - Star Raiders - Super Breakout - Ten nig 
*« at E9 . * 5 POLE P<JS ITI ON 9.45 

Defender - Dig Dug - Donkev Kong - Donkey Kong J r - Joust - Ms Par- 
man - Roborrr>n . ... , - a II ar £ 1 3 .9 T» 

and MORE., 

Assembler Editor 20,95 

Logo and manuals !>5 95 

Macro Assembler 18-95 

M km* oft Basic 2 46 95 

AtarlWrlleT 3795 
Home Filing Manager £3.45 

Visible 46.95 



ENGLISH SO FT WAR I SMASH 
HITS. 

Volumes 1 -3, FIVE tapes in 
each, 

ONLY £14.95 



Upgrade your 800 to 48k - 16k memory boards £20 

Disks from £16.99 for 10, C20 cassettes - £5 for ten. 
All subject to availability. Prices include VAT. Post ft 
packing extra - ring for price: 



GANGSTERS 

We received several calls saying that Gangsters would not 
run on the 6(K.)XL or the 80OXL despite TYPO showing a 
correct table. It does run on the XL series, it was written on an 
800XL Investigation reveals that there may well be a 
number of XLs with faulty BASIC. Robert Kaiz of Atari 
proved very helpful in trying to pinpoint the fault but was 
unable to recreate the problem which lies in the corruption of 
the variable name/ statement pointers when CSAVEing. 
Revision B Basic is said to be the culprit although the 
machine used for writing the program had Revision B. 

Revision C basic should cure it by doing the following. 



1. CLOAD or LOAD the listing. 

2. LIST the file to cassette or disk with LISPC' 1 
or LIST "J> filename' 1 . 

3. Switch off, insert Rev. C cartridge and power 
up. 

4. ENTER the listing with ENTER "Q n or 
ENTER 11 D: file name", 

5. Resave using CSAVE or SAVE 

If that does not work you could always type It in again with 
Rev.. C in place. If it still does not work {having checked with 
TYPO) then your machine must be faulty. 

NOTE: Before parting with your cash for a Revision C 
BASIC, check that you don't already hove one!. Type PRINT 
PEEK(49145) and press RETURN. If you get 96 you hewe 
Rtw. A, J 14 means Rev. B and 0 ' means ihut Rev- C is already 
in place. 
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Readers write 



CHILDRENS TREAT 

Dear Les,, 

Besides being an enthusiastic Atari 
owner who wanders around in ever 
decreasing circles in Sands of Egypt I 
am, in my saner moments, a Charge 
Nurse of the Children* Ward of 
Le wish am Hospitai in London. 

We were recently contacted by a 
local charity group who said that they 
had raised some money to buy a 
computer for the children of the 
ward. Imagine my surprise when it 
turned out to be a brand new Atari 
800XL! They obviously knew a great 
computer when they saw one! 

I have been able to supply a few 
cassettes that 1 no longer use which 
are now in constant use by the children 
but I wonder if I could ask through 
your columns if other Atari owners 
would be willing to donate cassettes 
or cartridges that they no longer use 
to a worthy cause. We cater for 23 
children at one time and they are of 
all ages right up to 16 years. Many of 
these are confined to bed for long 
periods for a wide variety of reasons 
and the computer will help to reduce 
some of the boredom they 
experience, 

[f anyone is willing to donate a 
cassette or cartridge they should be 
sent direct to WARD C2 (Paediatnc 
Ward), Lewisham Hospital, London, 
SE-13. 

Paul Bo^ust. 
London 

°* A few items ore winging their iuay 
to Ward C2 from PAGE 6. How 
about youP Do you really still want 
that game you haven t played for 
months? 



410 PROBLEMS SOLVED 

Dear Les, 

I have had several problems with 
loading boot tapes on my 410 
recorder and therefore read with 
interest the letter in issue 12 regarding 
modifications. 

I decided to investigate and 
removed the back cover of my 
recorder to reveal the soldered side 
of a circuit board and then removed 
the four screws holding the circuit 
board to the cassette mechanics enab- 

6 PAGE 6 - Issue 14 



ling me to take a close look at the 
components. Then? was indeed a 
330k resistor, in fact there were two, 
so which one to replace? 

I decided to start with the 2 4 0 k and 
found it to be connected across an 
operational amplifier, one of four 
within the LM324 microchip. This 
resistor is connected across the out- 
put and negative input of the op- 
amp, commonly known as negative 
feedback but more importantly this 
resistor is used in the calculation of 
the gain of the amplifier. On checking 
the 330k resistors, I found one of 
them was also used in negative feed- 
back hence 1 concluded that these 
were the two referred to in Mr. 
Fleming s letter With soldering iron 
in hand 1 replaced these two 240k 
and 330 k resistors with more accurate 
ones and fitted the recorder back 
together, 

Now came the test. 1 tried Colossal 
Adventure, a cassette that I was 
previously unable to load and to my 
amazement it worked! Thanks to 
PAGE 6 and Kevin Fleming, 1 have 
saved a service fee and the trouble of 
having my 410 checked out 

J.F.Nugent s 
Peterborough 

oc Glad to see it works. In uiew of all 
the. problems that owners hooe had 
with their recorders, there must be an 
opportunity here for some enter- 
prising hobbyist to offer a 'resistor 
replacement' service for o small fee 
thus solving a iot of problems for the 
less technically minded as well as 
making a few bob for themselves. 

^.ANOTHER SOLUTION 

Dear Les, 

A couple of months ago [ had 
problems loading Engiish Software's 
ACE program. Every time I took it 
back to the shop it would load fine but 
when I got it home, no go. 

In frustration and anger I checked 
the shop's system against my own 
and found that the only difference 
was that they were using one trans- 
former for both the 800 and the 410 
recorder whilst I had a seperate trans- 
former for each, Luckily the trans- 



former for my 800 was one of the 
older type with the extra socket for a 
cassette, so [ wired it up and have had 
no problems since! Even tapes that 
gave me problems before load first 
time now. 

1 thought that this might be worth 
mentioning in case it helps somebody 
else, [t seems that there may be a 
small difference in speed with differ- 
ent transformers. 

Bjorn Deutschmann n 
Guernsey 

BULL ANTS 

Dear Les^ 

Congratulations, issue 13 is excell- 
ent however I noticed a couple of 
mistakes or improvements. 

Line 335 of Bui! Ants has IF SS2=5. 
This should be $2 1 also had great 
difficulty in typing iines 2000 and 
2002. Perhaps you could print them 
again? 

I liked Camelot but when the game 
ends and the castle appears again, all 
the Player Missiles are still on screen. 
The following lines will rectify this. 

L2R0 FOR Z=0 TO 3:FOKE5324B+Z.0:N.Z 
1281 FOR Z=0 TO 22: COLOR 32: PLOT 
l),Z:DKAWTO 19.2 ^2 
1286 FOR Z=0 TO 3:FOKE53248+Z l ftKZ 

S- Cant, 
Staffs 

00 So many people had trouble with 
the control characters in Bull Ants. 
Here they are in full: 

Une 2000 ESC-CTRI.-LEPT ARROW, CTRL- 
COMMA INVERSE N. SHIFT- ASTERISK INVERSE 
CTRL* E ESC-CTRL- LEFT ARROW, CTRL-COMMA 
INVERSE N. SHIFT -ASTERISK. CTRL-COMMA 
ESC-CTRL-UP ARROW, CTRL-COMMA INVERSE 
L SHIFT-PLUS. CTRL-COMMA, ESC-CTFL-UF 
ARROW r CIRL-COMMAiNVERSE L SHIFT-PLUS 
CTRL- COMMA CONTROL* Z, CTRL- COMMA 
INVERSE J, g CTRL- COMMA CTRL-K CTRL- 
COMMA INVERSE J, Z CTRL-COMMA, CTRL-V. 
CTRL-COMMA INVERSE H X. CTRL-COMMA 
CTRL* T. CTRL- N. INVERSE H T K CTRL-COMMA 
CTRL-R. CTRL-N, CTRL-N. CTRL- N, CTRL-R 
CTRL-P, CTRL-COMMA CTRL-COMMA CTRL- 
COMMA, CTRL-P 

LINE 2002 H. INVERSE CTRL-J. H, INVERSE 
CTRL-X. H. iNVERSE QUOTES, CTRL-COMMA 
INVERSE MINUS, CTRL-K iNVERSE T, INVERSE 
L CTRL-G. INVERSE p. CTRL-C, INVERSE FULL 
STOP, CTRL-A CTRL B. INVERSE SPACE, CTRL- 
COMMA INVERSE EQUALS, CTRL-C CTRL-D. 
INVERSE CTRL-Y. CTRL-V, INVERSE P. INVERSE 
h. INVERSE H, INVERSE-SHIFT 8. CTRL-E 
INVERSE P. INVERSE t, iNVERSE CTRL-N, CTRL- 
g CTRL-P. h INVERSE OPEN BRACKET, K 
INVERSE ASTERISK, h, SHIFTS, CTRL-COMMA. 
CTRL-A, CTRL-B. CTRL-C, CTRL-D, CTRL-E 



A ATARI 




SOFTWARE 
SPECIALIST 




MR. COOL - Be ready for a 
new addiction that will be 
going around scon: "Mr. Cool- 
rnania."' This challenging new 
game will have people 
dodging fireballs and springs 
in their sleep. A fast moving, 
smoothly animated game that 
will keep you busy for hours. 




^**mmumm I njlw.ejmi 1 





OILS WELL - An addictingly 
fun arcade game that will 
gobble its way to your heart, 
Drill underground to find oil 
deposits while avoiding the 
nasty creatures that can 
destroy your oil pipe. Multiple 
screens and changing levels of 
dtf f iou Ity 




The PROTECT 

The PROTECT allows you to 
rt/nte to both sides of any disk. 
Write protect without 
LABEL'S. No more cutting of 
notches that cause disk errors. 
Just plugs in. No soldering, 
takes only a few minutes to 
install. 

Price £9.95 



GAMES 



ADVENTURE INTERNATIONAL 


The HULK 


cass 


8.75 


The HULK 


disk 


13.25 


BRODERBUND 






DROL 


disk 


24.95 


LODE RUNNER 


disk 


24.95 


SPARE CHANGE 


disk 


24.95 


CALISTO 






WARLOCK 


cass 


1325 


WAR LOCK 


disk 


13.25 


CHANNEL 8 






GOLDEN BATON 


cass 


8.95 


COSMI 






SLINKV 


cass 


8,95 


SLINKY 


disk 


12.95 


AZTEC CHALLENGE 


cass 


8.95 


DATA MO ST 






MR. ROBOT 


disk 


14.95 


DATASOFT 






BRUCE LEE 


cass 


12.95 


BRUCE LEE 


disk 


12.95 


DALLAS QUEST 


disk 


12.95 


FIRST STAR 






BOULDER DASH 


cass 


14.95 


BOULDER DASH 


disk 


15.95 


BRISTLES 


cass 


20.95 


BRISTLES 


disk 


20.95 


FLIP FLOP 


cass 


20.95 


FLIP FLOP 


disk 


20.95 


FUNSOFT 






FLAK 


disk 


1495 


SNOKIE 


cass 


10.95 


SNOKIE 


disk 


13.95 



DISK COLLECTOR 

DISK COLLECTOR is a 
complete disk cataloging 
system. 13 options to choose 
from. Stores over 900 
filenames. No it ore going to 
DOS to see whats on each disk. 
Run files. LOAD files. A must 
for all programmers. 

Price £9.95 



GAMES 

GAMESTAR 

STAR LEAGUE B/B disk 
INFOCOM 

ZORK 1 disk 
ZORK 2 disk 
ZORK 3 disk 
LIAMASOFT 

GRIDRLJNNER cuss 
MICROPROSE 

SPITFIRE ACE cass 
SPITFIRE ACE disk 
SOLO FLIGHT cass 
SOLO FLIGHT disk 



23.00 

24,95 
24.95 

27.95 

7.50 

8.95 
11.95 
12.95 
12.95 



BASIC COMMANDER 

Single keystrokes allow you to LIST. 
SAVE, ENTER, LOAD or RUN files. 
You never need to type DOS again. 
View the entire disk directory, 
RENAME, LOCK, UNLOCK, even 
FORMAT disks from BASIC, 
Automatic line numbering, block 
delete, re-numbering. Also 3 keys 
for you to program. 
Price £24.95 



UTILITIES 

O/SYSTEMS ACTION 
MAC/65(OS/A+) 
BASIC XL 
MMG 

BASIC DEBUGGER 
BASIC COMMANDER 
MAIL LIST 
TRONIX 

S.A.M. 

P.M. ANIMATOR 

TELETARI 

PENGUIN 

GRAPHICS MAG. 



cart 


66.95 


disk 


57.95 


cart 


66.95 


disk. 


25.95 


disk 


25.95 


disk 


34.95 


disk 


4195 


disk 


25.95 


disk 


27.95 


disk 


44.75 



ALL THE LATEST AMERICAN TITLES NOW IN STOCK. 100'S OF TITLES 
TO CHOOSE FROM WRITE OR TELEPHONE FOR A FREE 
CATALOGUE NOW. NO OBLIGATION. IF YOU HAVE TROUBLE 
FINDING A TITLE THEN DON'T HESITATE TO CALL US. WE 
KNOW TH E AT AR I BES T 



A' 



NEW PROGRAMS from 

Activtsion 
Microprose... 






ONE OF THESE 




BE YOURS 



HOW? 




By writing an article or sending a program to PAGE 6 



Over the next five issues we will be giving away an Atari Writer cartridge to the author of the best article received and a Paint 
cartridge to the author of the best program submitted. All contributions received will be re- considered prior to publication of each 
issue so that if you do not receive the award for a particular issue, your article or program will still be in the running for the next 
issue. In addition to this all articles or programs published will still be eligible for awards in the annual Readers Pol! so it really is 
worth writing an article or sending in a program. 

Articles may be on any subject of interest to Atari users and should be of at least one magazine page length. Diagrams, charts, 
illustrations or even photgraphsfj) may be included if you wish- Programs can be for any memory size and may be games, utilities 
or more serious programs provided they are of general interest. If possible please submit articles and programs on a DOb Z disk 
{which will be returned or replaced by a disk from the PAGE 6 library). Any DOS2 compatible word processor may be used |f y ou 
do not have a disk drive please use cassette but ensure that TWO copies are recorded, one of which should use LIST C . Hard 
copy listings of programs are not required but documentation explaining how to use the program should be included. 
Typewritten or handwritten articles arestil! welcome if you cannot manage disk or cassette and will be given equal consideration. 
Written program listings will not however be accepted. 

Let's see your articles and programs. Best of luck! 

To start the bail rolling the first award of an Atari Writer cartridge goes to Mark Hutchinson for his (epic!) A-Z guide for 
beginners in At on Rcis\c. 




LISTING CONVENTIONS - READ BEFORE TYPING 

The program listings in PAGE 6 are prepared to match exactly what you see on the screen. The 
following chart shows all of the characters used as they would appear in a listing. CONTROL 
characters and Inverse tend to join together in listings so care should be taken over these. Use TYPO 
or TYPO II to check your typing and ALWAYS save a copy of any program before running ft 
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programming 



RAINBOW START 



by Robin Clark 



Colourflow in issue 11 provided a great effect for 
introductions to your programs but was limited as it did not 
allow a branch out of the routine. Here are a couple of 
routines which will give the same effect but which will allow 
you to exit them when the START key is pressed, Both 
routines are given as BASIC DATA statements and can be 
used as shown but for those who may like to know how they 
work 1 will explain. 

In the Atari there is a location $D40A (WSYNQ which 
when written to halts the processor just before the next TV 
line is drawn. A second location next to it $D40B (VCOUNT) 
counts, in multiples of two, how many lines down the TV the 
line being generated is. The Atari has 128 colours so if we 
wait for horizontal synchronisation and change the colour 
we can have a different colour on every line of the screen 

LDA RANDOM 
STA WSYNC 
STACOLREG 
and round again 

Note the hardware colour registers should be used 
($1)016 to $LX)1A) and nut the shadow registers. 

This tends to look rather messy. If we instead load the 
contents of VCOUNT first into WSYNC to synchronise the 
screen and then into the colour register before jumping 
back again half of the 128 colours will be put on the 
screen. 

LH 10 REM >RAINBGH ^TART - HARROW BANDS < 
Bfi 15 REM > by Robin Clark < 

UD 20 GRAPHICS 18 5? tte;" *** 5TART 

5H 25 TRAP 70 

KF 30 FOR D-1S36 TO 1568: READ ME POKE 0 f Ms 
KEXT O 

UO 40 DATA JLQ4, 173, 11 f 212,1111 j 2D, 11 ,141,1 
0 

GN 50 DA T A 212,141,22,208,173,31,208 
GJ 60 DATA 201,6.240,3,76,1,6^0 
US 70 X-U5RC1536) 
5U 60 ? "OUT 11 

HI 10 REM > RAINBOW 5TART - HIDE BANDS < 
»A 15 REM > by Robin Clark < 

UD 20 GRAPHICS 18:? tWj 11 *** PRESS START 

SH 25 TRAP 70 

KF 30 FOR D-1536 TO 1560 : READ M : P 0 K E D,M1 
NEXT D 

VQ 40 DATA 104,173,11,212,161,20,141,10 
GN 50 DATA 212,141,22,200,173,31,208 
GJ 60 DATA 2fll f 6,240,3,76, 1,6, 
V5 70 K=USRtl536) 
SV 8« ? "OUT 11 



START 



LDA VCOUNT 
STA WSYNC 
STA$D01A 
JMP START 



So as VCOUNT 
INCREMENTS 
so does the 
colour register 



Now to move the colours up (or down) the screen we 
need to add or subtract something that is continually 
changing. Fortunately we have the real time clock ($14) 
which increments every 50th of a second. Adding this to the 
number of VCOUNT will make the colours appear to move 
up the screen. 



START LDA VCOUNT 
ADC $14 
STA WSYNC 
STA$D01A 
JMP START 



; Real time clock 



As VCOUNT counts every two lines down the screen we 
could multiply the number obtained from VCOUNT by two 
each time a number was put into the colour register and it 
would change the colour and narrow the band as shown in 
program 2. The easiest way to multiply by two in machine 
code is to shift everything left. So now we have 



START 



LDA $ MOB 
ADC $14 
ASLA 
STASD40A 

5TASD01A 
JMP START 



Border OS col. reg. 



Finally we need to load the contents of $D0 1 F (CONSOL) 
to check if the START key has been pressed. If the value 
here is 6 (START key pressed) we branch to OUT (Return 
from Subroutine) otherwise we jump back to the beginning 
of our routine. 



START 



OUT 



LDA $ MO B 
ADC $14 
ASLA 
STA$D40A 
STA $ DO 1 A 
LDA $D01F 
CMP #6 
BEQ OUT 
JMP $601 
RTS 



You can use the BASK] programs to start your own 
programs. The number 22 in line 50 can be changed to any 
number between 22 and 26 to affect different colour 
registers. Owners of Attack of the Mutant Camels might very 
well recognise the effect! • 
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Games 




NT£R 



Counteraction is a two player game that requires at least 
32k memory. All instructions for play are included in the 
listing, 

Although appearing quite simple, there is a great deal of 
strategy involved in deciding whether to move your own or 
your opponents counters and games can last some time. 
Each player continues to throw the dice until he can no 
longer move. The initials of each player (two letters) are 
entered at the commencement of play although these will 
not show up as they are entered. Where alternative moves 
are possible you will be given the choice before the 
computer moves the appropriate counter. 

It is suggested that you play a few practice games to get 
the idea before taking on an opponent in earnest! 

As the fisting is quite long, the author is willing to prouide 
copies on cassette. Send £2.50 to Ken Woodward, 42, 
Partridge Road Llanhilleth. Abertitlery t Gwent NFS 2JE 
Tel 0495 215222, Please ensure that your address is 
included and is legihie. 

AE 10 HEH MMKXHWMIt l tWMMKMMMUKMMUKMMMMKMM 
XJ 28 REM * COUNTERACTION * 

EK 18 REM * b!l * 

AE 40 REM * K. Hooduard * 

fll 50 REM MMMKMKMyHMMMMKWMKJtXHMMUKMMMWlt 

BD 60 REM 

MC 100 GOTO 120 

fll 110 POKE 16,64; POKE 53744 , 64 : RETIiftN 
VH 128 GRAPHICS OrGOSUB 114 1 POKE 7fl?*16:P 

OKE ?10,0:RE5TOftE 2770:FO« N-0 TO 33 : R 

EA» X:P0KE 1664+11, H : NEXT N 
LO 130 CLOSE ttl 

GJ 140 &IM IHIT1 $ 121 , IM1T25 C23 f BLANKS 1375 
5 BLANKS- 11 11 : BLANKS 1 371 -BLANKS : BLANKS (2 
3 -BLANKS : S ON" PEEK f 553 J : SOFF-fl : HO LD-0 

BH 150 DIM JOINS £41 f SPLITlS I4> j SPLIT2S 141 
,Tl$(10l , T2SC101 rV-89sN=78:C0L=6 

FJ 160 GRAPHICS 1:G0SUB 110 

HC 170 POKE 559, SOFF ?BEGIN"PEEK 15601 +PEEK 
15611*256+4: POKE BEGIN' 1 , 71 : POKE BEGIN 
+2,7 

DZ 180 FOR LINE-3 TO 21 SPOKE BEGIN+LINE , 6 
: NEXT LINE 

HO 150 POKE BEGIN+22,65JP0KE BEGIN+23 , PEE 
KC5601 : POKE BEGIN+24 t PEEK C56H 

OR 200 ? H6l™ COIint^rACTION" 

ZF 210 POSITION 9,4:? tt6 f ■'CH 11 ' POSITION 4, 
6:? tt6; -i li€n woodward": POSITION 6,2:? It 

TH 220 POSITION l # fl:? 86 j 1 'H^MUl J fcl»LUF] 

DO" 
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COUNTERACTION 



D J C Ei 



T UR M 



TO ROLL CICE 



by Ken Woodward 



M6 
ER 
VY 



TV 230 POKE 5S9,50N 
TK 240 GQ5UB 2500 

IV 250 position 3,14:? 1*6 f " instruc t ions H 
/tD":OPEH UHiB/'tt:" 

DZ zee GET ttl,YN:IF VH-V THEN GOTO 2700 
AO 270 IF YN N THEN FOR K=l TO 100: NEXT M 

5G0T0 Z9« 
OU 200 GOTO 200 

DK 290 POKE 694 ,128: POKE 782,0 

TO 300 POSITION 0,14]? tt6; "PLAYER ONE ifti 

tials?"; :£05UB 630: INPUT INITIO 
AH 316 POSITION 0,16s? tt6; "PLAYER TWO ini 
TialS?"; ! G05UB 630HNPUT IHIT2S:P0KE 6 
94 r 0 : POKE 702,64 

320 REM lI MIMtfT Zl^iHilg^Tl MM MKM MkM MHM M 
330 GRAPHICS 0:G05UB 110 
340 POKE 559 , 50FF ! BE: 6 IN- PEEK t560) +PEEK 
£561 1*256+4: POKE BEGIN 1 - 1 , 71 : POKE BEGIN 
42,7 

350 FOR LIHE-3 TO 16 ! POKE BEGIN+LIN£,6 
:NEHT LINE: POKE BEGIN+9 , 2 ; POKE BEGIN+1 
0,2 

360 FOR LI HE =17 TO 22: POKE BEGIH+LIHE, 
2: NEXT LINE 
ZC 370 POKE BEGIH+21,6:P0KE BEGIH*22,6 

300 POKE BEGIN+23, 65 : POKE BEGIN+24 P PEE 
JC(560):POKE BEGIN+25, PEEK 1561) 
390 POKE BEGIN+24 , 65 : POKE BEGIN+25, PEE 
K (560) :POKE BE GIN +2 6 , PEEK C561) 
400 DIM AS (181 ,B$ 1101 , CS(IO) ,DSt 10) ,ES 
CIO) ,1'OUfl) , NUMBERS C24) , TESTS (101 ! KliMB 
ER$=*' 123456709 10" 



DY 



KR 



OU 



uc 



UG 



EU 416 A$="K": A5C10)=A$:A$t2»=A9 
TG 42B B$="X";0$C181-B$:B$C2)-8$ 
HZ 430 C$=B$:D$=B$:E$=:fi$:F$=AS:T£5T$=8$ 
»H 440 POKE 752,1: POKE 756 , £ HP AGE ■ POKE 62 
,3 

JT 450 ? m : 1 ' [OTTO! J Jtl4H4 1 : o tt6;AS;? no; 

BS:? H6;CS:^ »6;" NUMBERS j ? ft&j"":? 

86; D5:? »6iE5:? tt6;F5 
RH 4^8 POSITION 14,2:? 80 ; "d ice" : POSITION 

14,«:? »6;"turn":TURN=l 

OK 470 POSITION 8,1:? tt6;lHITl$ 
TC 480 POSITION 0,6:? «6;INIT2$ 
OP 490 POKE 718, 8: POKE 712,8: POKE 700,40: 

POKE 711,100 ;POKE 709,4 :POKE 559, SON 
RO 500 REN aijjt:! Mif ;1 !M i I J;l i 
0Z 510 GO SUB 630: REM ERASE 
KM 528 POSITION 14,3;? »(>;" " 
SH 538 POSITION 4,10:? "PRESS ttHfH TO RO 

LL DICE": POKE 77,0 
ON 540 IF TURN~1 THEN POSITION 14,7:? KG; 

" ";IKIT±5;" " :G0to sso 

ZZ 550 IF TURN-2 THEN POSITION 14,7:? ttO; 

" ";INIT2$i GOTO 1210 

HA 560 REM I JiUMiU fl fttHMttn <if mtmcw WXKKM 

LH 576 POSITION 14,3:? US'," " 
VN 588 FOR H=l TO 50 

JL 598 01-IMT t6*RMD(03 ) +1 :D2"lNT(6*ftHD (0) 

BG 600 POSITION 14,3:? U6 ; Dl : POSITION 17, 
3:? B6;D2: SOUND 6,01,10,0 : SOUND 1,02,1 
0,8:SOUKD 0,0, 8,8iS0UN0 1,8,6,0 

LI 610 NEKT H 

DY 620 03=01+02: RETURN 

FH 630 REH I jJMfr W MKMMMMKMMKMMMMMK W ttM 

8H 640 POSITION 2,10:? tt6; BLANKS 
CA 650 POSITION 2, 111? tt6;BLANK$ 
LT 668 SOUND 8, 50, 10, 8: FOR H"l TO 25: NEXT 

M: SOUND 0,8,0,0 
ZQ 670 RETURN 
ND 68fl RI:M MdShtn*! 

PU 690 POSITION 4,16:? "DO YOU WANT TO CO 

MB THE THE DICE" : GET Ul.YN 
CH 700 IF YNOV THEN IF YN<>H THEN GOTO 6 

98 

AR 710 GO SUB 630 ; IF YN-Y THEN POSITION 14 

,3:? no ; " 4, ;D3;" " :PASS~0 
Zfl 720 RETURN 

HH 736 POSITION 4,10;? "I MUST HOME YOUR 
OPPONENT" ! FOR M-l TO 750: NEXT H; GOSUB 
63*: RETURN 

MC 740 POSITION 4,10:? "I MUST MOUE YOUR 
COUNTER": FOR H=l TO 750 : NEXT H: GOSUB 6 
30: RETURN 

HB 750 POSITION 4,10:? "DO YOU HAHT TO MO 

UE YOURS": GET t*l,Y» 
YF 760 IF YNOV THEN IF YHON THEN GOTO 7 

58 

LL 770 GOSUB 636 : RETURN 

BF 780 POSITION 4,-10:? "OK MOVING YOUR OP 
P8NEHT" : FOR H=l TO 756: NEXT W:GQSUB 63 
0: RETURN 

HU 790 POSITION 4,18:? "OK HOMING YOUR CO 



UKTER" : FOR H~i TO 750: NEKT H: GOSUB 630 
S RETURN 

ZL 808 POSITION 4,16:? "YOU CAN ONLY COMB 
INE":FOH H-l TO 756:NEXT H:POSITIOH 14 

,3:? US;" "f03|" ": GOSUB 830 
KM 810 PASS-0 : RETURN 

HC 626 POSITION 4,16:? "VOU CAN ONLY SPLI 
f'lFOR H=I TO 750: NEXT M: GOSUB 630: RET 
URN 

MM 830 POSITION 4,10:? "SORRY YOU CANNOT 
MOW" 

HC 840 SOUND 0 , 50 , 10 , 8 : FOR H=l TO 50: NEXT 
H: SOUND 0,99, 18, 8: FOR H=l TO 50 1 NEXT 
U:SOUND 0,6,0,8 
JS 858 FOR H=l TO 588: NEXT H 
LK 868 GOSUB 630 : RETURN 

NT 878 POSITION 4,18:? "I MUST HOVE BOTH 
NUMBER "jOl;" COUNTERS" : FOR M=l TO 758 
: NEXT H: GOSUB 630: RETURN 

ZI 880 REM I J W\i 4 ma : I « W :1 fcTTJrT3 

TG 890 IF PEEKC53279* <>6 THEN GOTO 690 

Rfi 960 GOSUB 630; REH ERASE 

HD 910 GOSUB 560: REH ROLL DICE 

CP 920 REM H*i«iil:MiM:]:trun 

IX 936 TlS~AS : GOSUB 1990 : T2S=ES : GOSUB 153 
0;PASS=2 

EH 940 IF SPLITlS^"N0 4< OR SPLIT2$="K0" TH 
EN IF J8IH5-"NO ai THEN GOSUB 930: GOTO 2 
290: REM 

RA 950 IF SPLIT1S="N0" OR SPLIT2S="N0" TH 
EN IF JOI Hf <>"N0» THEN GOSUB 888 f GOTO 
1810: REH KHUPFillS 

PA 960 IF 5PLIT1$<>"H0" AND 5PLIT2$O"N0" 
AND JOINS O-HO" THEN GOSUB 690 : GOTO 9 

9o:»em [ifii^aiiUjyn 

RS 970 IF SPLITlSO-'NO" AND SPL I T2S O "NO* 1 
AND JOIM$="HO" THEN GOSUB 820: GOTO 18 
86: REH IimHJHI 
RK 988 REM 

OU 9S0 IF YN-Y THEN G6T0 1010 
RB 1800 GOTO 1690 

DO 1010 PASS=fl:IF JOIN$= ll BOTH" THEN GOSUB 

758 J IF YN=Y THEN GOSUB 790: GOTO 1050 
TH 1020 IF JOIH$="BOTH" AND YN—N THEN COS 
UB 780: GOTO 1070 

IF 1030 IF J0IH$="YOU" THEN G0SU8 740: GOT 
0 1050 

BK 1840 IF JOIN$="0PP" THEN GOSUB 738: GOT 

0 1870 
IL 1050 REH 

RA 1068 A$ID3 > D3)= ,l X n :6$tD3 J ,D3J="K ll :GOT0 
2210 

VD 1078 E$CD3,D3J="X":F$CD3,D3T="H"?G0TG 

2210 
IU 1086 REH 

TP 1096 IF SPLIT1S="B0TH" THEN GOSUB 750: 
IF YH-Y THEN GOSUB 790: GOTO 1138 

ZR 1108 IF SPLIT1S="B0TH" AND YH=H THEN G 
0SU8 780: GOTO 1140 

TR 1118 IF SPLITlSr'-YOU" THEN GOSUB 748 :G 
0T6 1138 
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KD 1126 IF SPLITlS="DPP ,f THEN G0SU6 73©! 6 
OTO 1146 

LB 1136 AS(D1,D11="X" :BS f Dl, DU ="X" : GOTO 
2210 

PE 1140 ES(D1,DI1="X" !FS(DI i DI1="H":G0T0 
2210 

JR 1150 IF 5PLIT2$="B0TH" THEN GOSUB 750: 

IF YM=Y THEN GOSUB 730: GOTO 1190 
(IN 1160 IF 5PLIT25-"B0TH" AND YN=N THEN G 

OSUO 700: GOTO 1200 
FH 1170 IF 5PLIT2$= M V0U I> THEN GOSUB 740 :G 

OTO 1190 

GO 1100 IF SPLIT2$="0f»P" THEN GOSUB 730 :G 
OTO 1200 

BP 1190 A$CD2,l>2}="x":B$CI>2 I D2)="X":G0TG 
2210 

RQ 1200 ES (D2 #021 -"it™ :F$ (D2, D2J ="K" : GOTO 
2210 

UK 1210 REM I J W-VM ?■ 1 1 W1 f «i awin:u 
UM 1220 IF PEEK (532791 <>6 THEN GOTO 1220 
HP 1230 GOSUB 630: REM ERASE 
UC 1240 GOSUB 560: REM ROLL BICE 
AL 1250 REM II M ■ J U iNHiHiHl t: I ^1 
VM 1260 TlS=F$: GOSUB 2100 ; T2$=BS : GOSUB 15 
30fPA5S=2 

SK 1270 IF SPLIT15="N0" OR 5PLIT2$="N0 ,I T 

KEN IF JOINS^'NO" THEN GOSUB 830:GGTO 

2290: REM i:i*K[H'J3 
LM 1200 IF SPLITl5="N0" Oft SPL1T25="N0" T 

KEN IF JOINS <>"N0" THEN GOSUB 600 • GOTO 
1330: REM i:ilL!Hli:i 
H5 1250 IF SPLI^O*^" AND SPLIT2SO"N0 

" AND J0IK$O"N0" THEN GOSUB 098: GOTO 

13103REM 'MfUBTO 
MY 1300 IF 5PLIT1S<>"N0" AND 5PLIT2SO*'N0 

11 AND J0INS="N0" THEN GOSUB 620: GOTO 1 

400:REH IIIMfclJUl 
DK 1316 IF YN- Y THEN GOTO 1330 
PJ 1320 GOTO 1410 

RS 1330 PAS5=0:IF JOIHS="BOTH M THEN GOSUB 

750: IF YN=Y THEN GOSUB 790: GOTO 1370 
EK 1340 IF J0INS="BOTH" AND YK=N THEN GOS 

US 760: GOTO 1330 
OU 1350 IF JOINS^YOU" THEN GOSUB 740 1 GOT 

0 1370 

KA 1350 IF JOIHS="OPP" THEN GOSUB 730 ■ GOT 

0 1390 
IK 1370 REM 

UY 1360 F$ (03 , D« ="x" :E$ (D3,D31 ="H" : GOTO 
2210 

RB 1396 BS(D3,D31="X" s AS (D3 , D31 ="H" ! GOTO 

2210 
IE 1400 REM 

GD 1410 IF 5PLIT1$="60TK" THEN GOSUB 750: 
IF YN~Y THEN GOSUB 790: GOTO 1450 

KP 1420 IF SPLITlS^'BOTH" AND YH-N THEN G 
OSUB 780 : GOTO 1460 

CR 1430 TF SPLIT1S-"Y0U 1 ' THEN GOSUB 740 :G 
OTO 145S 

TD 1440 IF 5PLI T1$="0PP" THEN GOSUB 730 : G 
OTO 1460 

OZ 14S0 FS (Dl , Dll ="X" : E$ (01 * Dll -"X" : GOTO 
2210 
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LC 1460 BSCDLBIJ^'X 1 ' : A$ (Dl , Dll ="X" : GOTO 
2210 

ZJ 1476 IF 5PLIT2$="B0TH" THEN G0SU6 750: 
IF YN~ Y THEN GOSUB 790: GOTO 1510 

FL 1480 IF 5PLIT2S="60TH" A NO YN=N THEN G 
OSUB 780: GOTO 1520 

YR 1490 IF SPLIT2S= ,, Y0U" THEN GOSUB 740 :G 
OTO 1510 

OB 1500 IF SPLIT2S= ,I 0PP" THEN GOSUB 736 :G 
OTO 1520 

RL 1510 F$(D2, 02>= ,, X t, :E$(D2 J D2l= l| X":G0TO 
2210 

NO 1520 0$ (D2 , 62)~"X" : AS (02 , D2) = M X" ( GOTO 
2210 

OY 1530 REM t f *i ■ Jilrfcl IflPI HI i I ill : 1 3 
HI 1540 IF D3>10 THEN J0IK5="N0" i GOTO 159 
0 

SK 1550 IF T1$(D3,D3J= M X" A NO T2$(D3,D3>= 

"X" THEN JOINS="BOTH ,, :G6T0 1530 
UJ 1560 IF TI${D3.D31= pi X" AMD T2$(D3,D3>< 

>"K" THEN JOIN$= ,, YOU , 'i€OTO 1590 
LU 1570 IF TlS (03,031 <>"X M AND T2$(D3,D31 

="H" THEN JOIH$= M 0PP":GOTO 1590 
VR 1560 IF Tl$(03 f 031 <>"X" AND T2$(D3,D3J 

<>"K" THEN JOINS="MO" 
CF 15S0 IF D1=D2 THEN POP :G0T6 1710 
NJ 1606 REM ilMManaH ITIWISlTfl D 
UU 1610 IF Ti$»i,011="X" AND T2S (01*011 = 

"X" THEN SPLIT15-"B0TH" 
YZ 1620 IF Tl$(Dl f D1J="X" AMD T2$(D1,D11< 

> 1, X" THEN SPLlTlS^'YOH 0 
OF 1630 IF TlS (01,011 <>"X" AND T2$(D1,D11 

="X" THEN SPLrTlS^'OPP 1 ' 
TK 1640 IF TiS(Dl,DH<>"X" AND T2S(Dl f Dll 

<>"K" THEN SPLITlSr'^O" 
PC 1650 REM H*lMiilrNp;[H«giaMTli 0 
BG 1666 IF TlS<0£,D2}-"H" AMD T2S(D2,D21 = 

"K" THEN SPL^S^'BOTH" 
FM 1670 IF T1$(D2,D21= ,, X" AND T2S(D2,D21< 

>"H" THEN SPLIT2S= ,I Y0U ,I 
UU 1680 IF TlS(D2 f D25 <>"H" AND T2$(D2,D21 

=*"H" THEN SPLIT2$="0PP ,I 
AA 1530 IF T1$(02 J B21<> 1, X" AND T2$(D2 f D21 

<>"K" THEN SPLIT2S="K0" 
AN 1700 RETURN 

TC 1716 REM Ha*»Jih^ |7[Tli|i»iTTiH 

GG 1720 IF TURN=1 THEM T1$=A$ : T2S-ES 
IA 1730 IF TURN=2 THEM TlS=FS : T2S=B$ 
LR 1740 5PLIT1$="K" 
Y5 1750 YN=0 

UR 1760 IF Tl£(Dl,Dll <>"X" OR T2S(D1,D11< 

>"X" THEM 3PLIT1S= M N0 M 
TX 1770 IF SPLlTiS^'NO" AND JOINS="NO" TH 

EN GOSUB 030: GOTO 2230 
AO 1780 IF SPLITlSO"NG" AND JOINS <>"N0" 

THEN GOSUB 690 : IF YN-N THEN GOTO 1860 
LT 1730 IF YN=Y THEN IF JOIHS^'BOTH" THEN 

GOSUB 750 : GOTO 1310 
NX 1866 IF YN=Y THEM IF JOINS= ,, OPP ,, THEN 

GOSUB 730: GOTO 1930 
61 1810 IF YN-Y THEN IF J6IHS="Y0U ,t THEN 

GOSUB 740:GOfO 1870 



MY 1820 IF SPLITliO'^O" AND JOIN$="HQ" T 

HEN GOTO 1860 
HQ 1330 If 5PLIT1$= M H0 M AHD J0IH$= p, Y0U" T 

HEN GOSUB 300:G8SLt6 740 ! GOTO 1870 
55 1840 I1F 5PLITlS="M0 M AMD J0IR5="0PP" T 

HEN GOSUB 000: GOSUB 730: GOTO 1890 
UQ 1850 IF 5PLIT1$="N0" AND J0IH$="00TH" 

THEN GOSUB 868 '.GOSUB 758; GOTO 1910 
Ktt 1980 GOSUB 870; GOTO 1978 

YX 1870 IF TURN-1 THEN A$ CD3 , D35 "X" i B$ CD 

3, D3) ~"H" : PASS=0 : GOTO 2210 
HQ 1880 IF TURN=2 THEN F$ C D3 , 03) ="X" i ES CD 

3 f 03) ^'X*' ' PASS=0 i GOTO 2210 
OK 1890 IF TURN=2 THEN A$ CD3 , D3> ="H" : BS CD 

3, D31= ll X"iPA55-0;G0T0 2218 
XH 1900 IF TURH=1 THEN FS CD 3 , 03) H" : ES ID 

3, D3}= M X":PA55=0:GOTO 2210 
UQ 1910 IF VM"Y AMD TURH=1 THEN G05UB 790 

(GOTO 1870 

XL 1920 IF YH=Y AND TURH-2 THEN G05U8 790 
SGOTO 1880 

FK 1930 IF TURH-1 THEH GOSUB 780 i GOTO 193 

KJ 1940 IF TU«H=2 THEN GOSUB 780 

GW 1950 B$ID3,D3]= M JE M :ASlD3 J D31= ,, X"!PAS5= 

0:GOTO 2218 
LE I960 E$CD3,D3>="X":F5CD3,D3l:: , 'X":P05S= 

©:GOTQ 2210 
BE 1970 IF TURH=1 THEH At (D1,D11 S"X" : FS I D 

1 , D 1) ="X" ! B$ f Dl , 01) = M H" ! E5 CD1 , Dl 1 ="X" i 

PASSED: GOTO 2Z10 
XN 1900 IF TURH=2 THEN F$ CD1 , Dl) ="X" ! A$ (0 

I, Dl) ="X" i El €01,011 ="X" : 0$ CD1 , Dl)= M x" : 

PA55-6 :GOTO 2210 

zz 1990 reii H^aaiiiiMffMiiiinrma 

XH 2000 HOLD=0 

CO 2010 IF D3>10 THEN RETURN 

RH 2020 FOR X=l TO 10 3 IF Tl$ I X ,H) ="H" THE 

H HOLD-HOLD+1 
LI 2030 NEXT H 

GO 2040 IF HOLDOl THEN RETURN 

PT 2050 IF T15CD1, D1)="X" THEN OS (01, 01)= 
ptiiii 

T5 2030 IF Tl5(D2 f D2)="X" THEN 65(02,02)= 
XR 2070 IF T1$(D3,D3)- M X" THEH B$(D3,D31= 

FR 2030 IF Tl$(Dl r 01)="X" OR TIS (02 ,02)=" 
X" OR T1$(D3,D3)="X" THEN A$=TE5T$:PAS 
5=0: POP :GOT0 2210 

OB 2090 RETURN 

YJ 2100 REM hi JAM MM H T H4 ii 

XH 2110 HOLD=0 

CV 2120 IF D3>10 THEN RETURN 

50 2130 FOR X=l TO 10! IF Tl$ (X jf X)= ,, H M THE 

K HOLD-HOLO+1 
LN 2140 NEXT X 

D5 2150 IP HOLDOl THEN HOLD -ft : RETURN 
TH 2160 IF TI$(DI,Dl)="X" THEN E$(D1,D11= 
"X M 

XG 2170 IF T1$(D£,D2)= M X" THEN £$(02,021= 



OF 2180 IF TlScOT^Jlr-X" THEN E$(D3,D3) = 
"X" 

SJ 2190 IF TlS(01,Dl)= ,t X" OR Tl$ (D2 , D21 

X" OR T1$(D3,D31="X" THEN FS=TE5TS : PAS 

s=0:POP :goto 2210 



AC 

HC 




uv 






X. JL. £_ XI 


r ■ 


*~Y J~l ~T f\ 

ZZ 3 U 


GJ 


2240 


CH 


2250 




GOTO 


LR 


2260 




GOTO 


IY 


2270 


KR 


2280 


GG 


2290 


HH 


2300 


KA 


2310 



IF TURN=1 AN!> PA55=2 THEN PASSES : 



OR X=l TO 10: IF E$ (X , XI ="X" THEN 
ES (M , XI ="X" 1 D$ (X, Ml ^"X" 
Vfi 2320 NEXT XtGQTO 2350 

AZ 2338 FOR X=l TO 10: IF B$(X,X)="X" THEN 

B5 (X, XI = m X" ;C5 (X , X) -"«" 
HR 2340 NEXT XtGOTO 2360 

OF 2350 IF A$=TE5TS THEH POSITION 2,13:? 



tt6iINITl5j" 



is the winner 



"SGOTO 2420 



TU 2388 IF F$=TE5T$ THEN POSITION 2,13!? 



is the winner 



" : GOTO 2420 



tt6;IKIT25; M 
H5 2370 POSITION 3,1 
AI 2388 ? tt6;A$:? ttG;BS:? tt6;CS 

AF 2390 POSITION 3,6 
GB 24O0 ? »5;D5:? »6;E5:? H6jFS 
PU 2410 GOTO 520 
HI 2420 REM 



WIN 



GF 2430 POSITION 14,7:? tt6;" " : POSITION 
0,1:? «S;" ": POSITION 0,B:? H6;" 11 
UN 2440 FOR X=l TO 255: POKE 711, X; SOUND 0 

, INT (RNO (0) *48> +20,10,0: NEXT X: SOUND 0 

,0,0,0 



start 



□ 



LZ 2450 POSITION 1,13:? tt6 : " PTJTT; 

CO 2460 POKE 711, COL ! C0L-C0L+32 ; IF COL > 25 

5 THEN C0L=6 
RK 2470 FOR H=l TO 25: NEXT M 
FX 2430 IF PEEK (532791 <> 6 THEN GOTO 2480 
HU 2490 RUN 
JN 2500 REM * 

EE 2510 CHPOGE-INTCCINTC CPEEKC14*J+256*PE 

EK (145) ) /258) +9) /4)*4 
RE 2520 TEHP=USR(AI>fl["hhn£hnihn3h7Clhha34| 

OmTGCIEIEEnEi'* " ') # 57 3 44 , C H P A GE*2 5 6 , 2 1 
WW 2530 RESTORE 2570:F0R TEHPl^l TO 1 
JE 2540 READ TEMP : TEMP=CHPAGE*256+TEMP*8 : 

FOR TEHP2=0 TO 7: READ TEMPT: POKE TEMP* 

TEMP2 , TEMP3 ! NEXT TEMP2 
UY 2550 NEXT TEMPI 
BC 2560 RETURN 

CT 2570 DATA 56,56,124,254,254,254,254,12 
4,56 

LK 2580 POKE 752,1: POKE 752,1: POKE 32,4 
DJ 2590 POSITION 2,0:? 



GOME OBJECT 



IE 



III 



continued on page 4 5 

PAGE 6 ■ tssue 14 13 



AMAZING OFFERS!! 



ALL PRICES INCLUDE VAT. 

P. & P. IS FREE 

SAVE ££ s 

ATARI 800XL AND ATARI 1050 DISK 

DRIVE 

including Home Filing Manager (disk) & Pay-Off Adventure (disk) 

ONLY £234.95 

SAVE £30 

ATARI 1050 DISK DRIVE AND 10 

BLANK DISKS (worth £20) 

ONLY £189.95 

BLANK DISKS FROM £14.95 

PHONE NOW FOR BEST PRICES 

0602 782310 



SJB DISK SUPPLIES 
11, OUNDLE DRIVE 
WOLLATON PARK 
NOTTINGHAM 
NGS 1 BN 

ACCESS VISA 



We have been using TYPO now for some considerable 
time (courtesy of ANTIC magazine) and it has certainly 
helped with typing all those long listings, but it has one 
major drawback which is that you still have to search 
through a block of lines to find a mistake. 

Now we have TYPO II which will check a progam line by 
line os you type each line in! TYPO II will be used in all 
listings from issue 14 onwards and we hope to make tables 
available at a later date for all previously published listings. 

HOW TO USE TYPO II 

TYPO N tells you if you have made a mistake as soon as 
you have typed in a line, Begin by typing in TYPO II and 
SAVE a copy to tape or disk Check the program uerp 
carefully for although you can use TYPO II to check itself, it 
may not work if you have made mistakes! 

Alongside each line of the listings in this, and future, 
issues you will find a two letter code which should match the 
code generated by TYPO II. LOAD and RUN your copy of 
TYPO II before typing in a listing. The screen will say 'Type 
in a program line 5 . Type in the line as shown but not the two 
letter code. When you hit RETURN after typing the line, it 
will re- appear at the bottom of the screen with a two letter 
code at the left hand side. If this does not match the code 
printed to the left of the same line in the magazine, you have 
a mistake in that line. Type the line again until the codes 
match and then go on to the next line. 

If you prefer to type in a listing without TYPO II you can 
still use it to check each line. Make sure you have a copy of 
TYPO II LISTed onto disk or cassette and add this to your 
program by ENTERing it. To check any line type an asterisk 
(*) followed by the line number with no space in between 
and press RETURN, You will then see the line with a code 
and can amend it if necessary, 

You can LIST your program by pressing BREAK and can 
then return to TYPO II by typing GOTO 32000. 

To save your correct program without TYPO II, LIST it to 
cassette or disk by typing LIST l C TJ 1 0 1 31999 or LIST" 
- *D:f ilename 1 \0,31999. Type NEW and then ENTER "O w or 
ENTERED: file name You can then save this version in the 
normal way with CSAVE or SAVE. 

We hope to publish a revision of TYPO II shortly which 
automatically deletes itself after your program is correctly 
typed and also TYPOCHECK which will automatically 
generate codes for programs that you have typed in from 
previous issues. TYPO II is there to help you enter programs 
exactly as printed. Please use it as we spend a great deal of 
time answering queries from people who have not typed in 
listings correctly. 

Th e original TYPO was written by BUI Wilkinson. TYPO 
11 is by Andy Barf on. Both are copyright ANTIC magazine 
and used with permission. 



m 32000 REN TYPO II BV AMY BftftTOM 
VM 32914 REM UER. 1.8 FOR AM TIC MAGAZINE 
H5 12920 CLR :DIM LIKES (1203 J CLOSE tt2:CL0 
5E 113 

BJt 32030 OPEN tt2 , 4 , 0 , "E" i OPEN tt3,5,0,"E" 
YC 32040 ? "K": POSITION 11,1:? " ti'liMW 
EH 32050 TRAP 32040 ; POSITION 2/3;? "Type 

in a program line" 
H5 32060 POSITION 1,4!? " " ! INPUT #2; LIME 

StIF LINE$="" THEN POSITION Z,4lLI5T B 

:G0T0 32060 
HH 32070 IE LINES 11,11="*" THEN B=VAL1L1N 

E$C2,LENCLINE$JM : POSITION 2,4: LIST B: 

fiOTO 32060 
TH 32080 POSITION 2,10:? "COHT" 
MF 32090 B^VAL (LINES) : POSITION 1,1 If 11 "; 
NY 32100 POKE 842 , 13: STOP 
CN 32110 POKE 842,12 

ET 32120 ? POSITION 11,1:? " ■M3i»« 

": POSITION 2,16: LIST B 
CE 32130 C=0:AN5 C 

m 32140 POSITION 2 , 15 : INPUT 113 j LINES : IF 
LINES= t,M THEN ? "LINE "jBj" DELETED" J £ 
0T0 32060 

W 32150 FOR 0-1 TO LEN (LINES) : C-C+l : ANS= 

ANS+ (C*ASC (LINES (D, f» ) ) : NEXT D 
HJ 32108 C0DE=IHT(ftNS/676l 
JH 32170 C0DE=ftNS-(C0DE*6761 
EH 37180 HCODE^INT (CODE/261 
BH 32190 LCODE^CODE- (HC0DE*26) +65 
HB 32208 HC0DE=HC8DE+65 

IE 32210 POSITION 0,16:? CHRS(HCODE) ;CHR$ 
(LCODE) 

VG 32220 POSITION 2,13:? "If CODE 406S no 

t Match press ■m*iu:i:J and edit line a 
bove ." :G0TC 32050 □ 



ATARI 400/800/XL 

CENTRONICS PARALLEL PR INTER INTERFACE. Plug* 
into serial I/O socket Compatible with ATARI WRITER, VrSlCALC etc. 
Includes all cables plus extension I/O socket. Powered directly from 
computer. Simple to install and use. Only £69.95 inc. VAT and 
postage 

CASSETTE INTERFACE. Hugs into serial T/O socket. With two 
jackplugs to plug into standard data cassette recorder. Cheaper solution 
for reliable data cassette storage. Only £16.00 inc. VAT and postage. 

■ 

Send s.a. e, for full information. 
D^ak'J" enquiries welcome. 

BLACKTHORN ELECTRONICS 
Ardleigh Road, Dedham. Colchester, Essex 
Tel: Colchester (0206) 323120 
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Adventure 

6. The Golden Baton 



The Adventures covered tn the last three issues could 
only be played on a disk based system. I don't want cassette 
owners feeling left oat of the fun of Adventuring, so this 
issue we 1 !! take a look at a series of Adventures available on 
cassette. What makes them all the more interesting for most 
of you is that they are written and produced in the United 
Kingdom! I'm referring, of course, to Brian Howarth' s 
Mysterious Adventures, 

Background: Brian Howarth had been playing Dungeons 
and Dragons for some years before being introduced to 
computer Adventures by a TV program called The Adventure 
Game, When he realised the potential for computer- 
moderated Adventures, he raced out and bought the first 
computer he could find. Unfortunately, this happened to be 
a TRS-80, but we can't really hold that against him, as the 
Atari wasn't available at the time. 

Howarth became obsessed with Scott Adams* Adventures 
before trying to write his own. He started writing an 
Adventure in BAS1Q but concluded that it couldnt be 
done. We can probably put this down to inexperience, as 
many others (including Scott Adams himself) have proven 
him wrong. Nevertheless, he started learning machine 
language and after six months of excitement and frustration, 
he finished his first machine language Adventure. It was 
called The Golden Baton and made its first appearance in 
the Molimerx catalogue in 1981. 

Molimerx were ecstatic about the game and persuaded 
Howarth to do a series like that of his idol. He put together 
some more scenarios and came up with The Time Machine 
and Arrow of Death Part 1. Thus, the Mysterious Adventures 
series was born. 

Over the next few months, he developed an Adventure 
interpreter based along the same lines as that used by Scott 
Adams, This allowed him to write a new Adventure by 
merely changing the database. From Arrow of Death Part 2 
onwards, all the Mysterious Adventures were written using 
this technique. 

Howarth also decided to translate his Adventures for the 
newly released BBC micro. As Molimerx were not planning 
to support the BBC, Howarth set up his own company 
called Digital Fantasia, He had a mail order service and a 
software shop and recruited his family and friends to do 
administration, look after the shop, help with the pro- 
gramming and do the artwork for the packaging on his 
Adventures. Over a period of time, the series was translated 
for other computers such as the Atari, Spectrum, VIO20. 
Commodore 64 and Dragon. 



The Atari translations were done by Howarth and his staff 
and licensed to Channel 8 Software, Until recently, there 
were 10 Adventures in the series available only on a 16k 
cassette. The series has now been expanded to 14 and the 
earlier titles have been revised. The entire series should be 
available by the time you read this. The titles are listed 
below, Note that they are in a slightly different order to the 
versions available for other computers, so always make sure 
you order by title rather than number in order to avoid any 
confusion. 

1. The Golden Baton 

2. Arrow of Death Part 1 

3. Arrow of Death Part 2 

4. Escape from Pulsar 7 

5. Feasibility Experiment 

6. The Time Machine 

7. Circus 

8. The Wizard of Akyrz 

9. Perseus and Andromeda 

10. Ten Little Indians 

11. Waxworks 

12. Mid Winter 

13. After the Fire 

14. Beyond the Infinite 

Review: As The Golden Raton is the first in the series, it 
seems like the obvious choice to review. 

When you first boot the cassette, you are presented with 
an animated title page. This is quite well done, but is the 
same on all the Adventures in the series and wears thin after 
repeated screenings. When the animation sequence is over, 
the main Adventure is automatically loaded, This whole 
sequence takes quite a while (especially for someone like 
me, who's used to disks), so you might as well have a cup of 
tea while you 1 re waiting 

When the load is complete, you are asked if you would 
like colour. If you answer Y for YES, the screen is divided 
into bands of different colours. The intention is that each 
colour represents a different function, La room description, 
visible objects, players input error messages and so on. 
Unfortunately, this isn't very well done. The boundaries 
between the colours are very flickety (particularly when 
pressing keys) and the distinction between some colours is 
inadequate. The overall effect is one of confusion. Id 
suggest you type N for NO to the colour question and you 
will get a pleasant dark blue background. Alternatively, I 
discovered that you can turn the colours on from within the 
program by typing C [RETURN] or turn them off by typing 
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O [RETURN], Youtl actually need the latter after saving a 
game, as this causes the colours to be re- enabled whether 
you wanted them or not Incidentally, the save is very quick, 
as it only writes two or three records to cassette. 

From this point on, the game's style, screen format and 
even the veiy structure of the code and the database (I took 
a peek) is a direct clone of the Scott Adams series. If you've 
played a few Scott Adams Adventures, then you 11 feel right 
at home with the Mysterious Adventures, 

After the colour question, you are asked whether you 
want to use a previously saved yame (as per Scott Adams), 
but Fd prefer to see this utilised from within the proyram 
itself using a RESTORE command 

After answering both questions, your Adventure is 
underway. Location descriptions., things you can see and 
exits are printed at the top of the screen, but are not 
disturbed by your input or the computers responses which 
scroll independently in whatever space is left at the bottom 
of the screen (as per Scott Adams). You I! probably notice 
some bad spelling and grammar (as per Scott Adams) and 
an illogical habit of capitalising some words, but not others. 
However, unlike Scott Adams, the response time is very 
fast 

Each of the cassettes comes with playing hints and 
instructions (which are very good) and a background 
storyline for each of the Adventures in the series. These are 
common to the whole series^ so if you buy one, you can read 
about the resL As for The Golden Baton, the story goes 
something like this,,. 

The Golden Baton is a priceless artifact which is believed 
to hold a life- force that maintains an equilibrium between 
good and evil. As a result, your homeland has suffered no 
wars, droughts or famines for centuries. (What about 
unemployment? It sounds like Maggie Thatcher could do 
with one of these things!) The Golden Baton has been 
stolen from King FerrenuiTs palace and he fears for the 
future of his people. Your job is to recover the missing 
baton. 

You begin your quest in a dense SPOOKY forest (the 
capitals are the author s> not mine}. You have no idea wh ere 
the Golden Baton is hidden, so you must begin by exploring 
your surroundings. As you do so ? examine every object in 
every location and you should find some interesting clues. 
There are puzzles at every turn, but these are not hard and 
can usually be solved with a little thought and the right 
objects. Some solutions are a little obscure, but the game 
has a fairly good vocabulary, so just try everything you can 
think of. You will also encounter various nasties such as a 
savage wolf, a huge yellow crab, a knight in dark artnour, a 
gorgon and an ugly lizard- man. (If you don t know what a 
gorgon is, then borrow a book on Greek mythology and 
read about Perseus and Medusa. I suspect that the knowledge 
you gain may also be helpful if you play Perseus and 
Andromeda at a later date.) 



The game uses quite a deal of magic in different forms, 
e.g. wearing or otherwise using magic items and saying 
magic words. The HELP command will often give you hints 
when magic is required, 

The Golden Baton suffers from a number of minor flaws 
in its storyline and its logical consistency, but no more so 
than other fantasy- based games such as Zork I and Adventure- 
land. You must also remember that it was Bnan Howarth's 
first attempt at an Adventure. Later titles in the series appear 
to be far more intriguing. Atl in all, I enjoyed playing it and 
could recommend it for beginning to intermediate Adven- 
turers, especially if price or lack of a disk drive is a 
consideration. 

Hints: As usuat look through the list of questions until you 
recognise the area where you're stuck Match the numbers 
with the attached word list to get a hint DON'T look ahead 
to questions referring to parts of the game that you haven't 
reached yet or you may spoil the game. 



1) Can't climb the tree? 
32 38 20 

2} Can't see in the dark 
beneath the cabin floor? 
54 38 13 50 

3) Can't get past the wolf? 
53 4 43 

4) Can t cross the moat? 
29 12 41 33 



5) Can't 
portcullis? 
18 1 4 45 43 



open the 



6) CacVt yet past the knight 
in dark armour? 

46 22 47 

7) Can t unlock the huge 
door? 

44 8 38 7 10 35 14 8 38 

8) Can't get past the 
gorgon? 

6 14 11 44 4 28 

9) Still cant get past the 
gorgon? 

52 40 

10} Cant dry your 
matches? 

42 38 7 25 18 21 16 25 



STOP PRESS: The Mysterious Adventures have now 
been taken over by Adventure International and should 
now be available again More titles and a complete hint 
book are planned. 



1 1) Cant take the glowing 
quartz? 

18 21 16 25 52 40 25 

12) Can t read the runes? 
42 38 34 

13) Cant kill the lizard 
man? 

18 21 55 43 

14) Lamp out of fuel? 

19 31 43 31 28 48 5 30 

28 

15) Can't get past the huge 
yellow crab? 

52 40 

16) Can t get the slugs? 
51 26 23 49 2 

17) Can't enter the lake? 
37 24 3 

18) Cant undo the 
padlock? 

18 24 39 38 9 15 

1 9} You're on the lake, but 
don't know what to do? 
17 38 27 43 



1 


CLIMBING 


11 


PERSEUS 


21 


SOME 


31 


SOD 


■11 


A 


51 


SALT 


2 


(PROVERB) 


12 


YOUT RE 


22 


YOURSELF 


32 


SEARCH 


42 


WEAR 


52 
53 


SAY 


3 


SEAWORTI fY 


13 


CASHJF. 


23 


ALL 


33 


FISH 


43 




KILL 


4 


ET 


M 


DID 


24 


SOMETHING 


34 


HELMET 


44 


DO, 


54 


VISIT 


5 


SODDEN 


15 


CHAMBER 


2h 




35 


ALADDIN 


45 


INSTEAD 


55 


HYPNOSIS 


6 


HOW 


16 


MAGIC 


26 


SEASONS 


36 


LAMP 


46 


MAKE 






7 


RING 


17 


READ 


27 


PARCHMENT 


37 


FIND 


47 


INVISIBLE 






8 


UNTO 


IS 


TRY 


28 


? 


38 


THE 


4H 


OIL 






9 


TORTURE 


19 


ROTTEN 


29 


PRETEND 


39 


FROM 


49 


THINGS 






10 


AS 


20 


BRIARS 


m 


RAG 


40 


\ 1LLP 


T-A) 


FIRST 
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About 1 8 months ago BYTE magazine published a demo 
for the Atari called Waterfall and I was so impressed I 
searched immediately for the book from which it was taken. 
The book had not yet been published so I waited and 
waited. Now at last Computer Animation Primer by David. 
Fox and Mitchell Waite has been published and it was well 
worth the wait. 

Computer Animation Primer is a general look at the use 
of computers for animation but has the added bonus that 
the machine chosen to implement Computer Animation for 
the home user is the Atari. A glance at the facilities offered 
by the dedicated mainframes and other home computers 
shows why. The Atari is the only ho me computer that comes 
anywhere near to emulatfngthe big ones, The author David 
Fox has an impressive background in animation and is a 
member of the Computer Games Project at Lucasfilm Ltd 
and was project leader for one of their first games for the 
Atari - Rescue on Fractalus. 

The book is expensive at £19.95 but then so are a great 
deal of non-computer books nowadays but it is 500 pages 
long and contains plenty of hard information and routines 
that could advance your programming further than any 
other book you can find. The first part of the book up to 
page 151, contains an overview of computer animation in 
general from the first steps up to the making of TRON and 
STAR WARS with good insights into how various effects are 
achieved. All different types of hardware and software are 
fully discussed before moving on to the possibility of 
animation on Personal Computers. Here the reason for the 
choice of the Atari as the subject of the second half of the 
book becomes apparent Hardware features of Persona! 
Computers are discussed Hardware scrolling is said to be a 
rare feature found only on the more sophisticated 
computers. Colour registers are only just beginning to 
appear. Vertical Blank Interrupts are another rare feature as 
are Display List Interrupts. All of these have been a feature 
of the Atari from the very beginning. No wonder David Fox 
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omputer Animation 

Primer by David Fox & Mitchell Waite. 

Published by McGraw Hill 



chaoses it as the model for Home Computer animation] 

From pages 153 onwards the book is devoted to Atari 
with each of the special features fully explored. Beginning 
with character sets it adds fascinating information to 
programming examples which guide you through each of 
the Atari's special features. Throughout the book are L black 
box' routines which are machine language routines that you 
can use in your own programs without understanding the 
programming behind them. Just a few POKEs to certain 
locations will give you control over Player Missiles, fine 
scrolling, animation and more. In depth information, not 
previously easily available, is included such as the 
programming and data for the classic Atari demo of a 
running horse. If you have riot seen this then type it in 
straight away, it really in impressive. 

Animation through colour registers comes next, and this 
is where the Waterfall demo comes in, before going on to 
Player Missile Graphics with "black- box routines for full 
Player control and animation. Each feature is illustrated at 
the end of a chapter with examples of comm ere ia I programs 
which use the particular feature discussed so that you have 
a good idea of what can be achieved. 

Fine scrolling comes next before the book builds up into 
"The Great Movie Cartoon which is quite simply the most 
stunning demo available from a listing that I have seen 
anywhere. It combines all of the features that have been 
been discussed into one incredible demonstration. An 
urban landscape scrolls by in the background. Trees in the 
middle distance scroll by at a different rate whilst in the 
foreground trucks and cars zoom by from left or right. 
Suddenly a human figure appears and walks across in the 
foreground of the scene! All of this can be con to lied from 
the keyboard and can easily be adapted for a joystick More 
importantly all of the information needed to construct this 
scene, and similar programs of your own, is there in the 
listing and in Lite 1 black box 1 routines which you put to your 
own use. 

The book is illustrated throughout with black and white 
photographs which are reproduced as a set of sixteen full 
colour pages towards the end of the book There is a fair 
amount of white space as the text is set across only two 
thirds of the page but the book is larger than the normal 
paperback being 9W T by 7W\ It is well produced and, as a 
welcome change for an American book, is extremely well 
written in an adult fashion. 

Eighteen months is a long time to wait for a book £ 1 9.95 
is a lot of money to pay. Is it worth it? Unreservedly, yes on 
both counts. It is a superb book which many Atari owners 
will overlook for Atari is not mentioned in the title and it may 
well be hard to find. If you can find it do so. 



COMPUTED SECOND BOOK 
OF MACHINE LANGUAGE 



by Richard Mansfield 

One of the easiest to understand 
books for beginners to machine 
language is COMPUTERS Machine 
Language For Beginners which pro- 
vides an excellent starting point for 
those who are proficient in BASIC. A 
problem when learning any new 
language is how to take the funde- 
mentals you have learned and put 
them into applications. This is pre- 
cisely what COMPUTES Second 
Book of Machine Language attempts 
to teach. 

The book sets about explaining 
step by step how to create a long and 
complex program in machine lan- 
guage. Rather than choose a game 
or a business program which many 
users will not be interested in, the 
author has hit upon the master 
stroke of showing how to write a full 
Assembler which can then be used 
to write other programs. So, even 
when the book is finished, you will 
have a program which you can 
continue to use with all the concepts 
and practices you have learned. 



The 
Second 

Book 

Of 

Machine 
Language 



The program is built up through 
the book stage by stage with full 
explanations of each stage. Every 
line in the program is explained, all 
the subroutines are picked apart and 
explained and all major routines are 
covered in depth. Starting with 
Equates and Definitions, it goes on 
to explain Data Base Management 



I/O Management and Number Con* 
versions. Input and Formatted 
Output, Data. Messages, Variables 
and more. The full source code of 
the Assembler is included and you 
will end up with probably the most 
comprehensively annotated machine 
code program available. More than 
that you will end up with a useful tool 
equivalent to a commercial assem- 
bler which may cost you over twice 
the price of the book 

The full 6502 Instruction Set is 
included as are notes on modifying 
the Assembler. Appendices explain 
how to use the program to assemble 
other programs, again on a step by 
step basis, and include the complete 
object code and a library of useful 
subroutines. 

COMPUTES Second Book of 
Machine Language is unique in its 
approach and should allow the 
novice machine code programmer 
to break away from the theory and 
begin writing substantial programs 
of his own. The book covers a 
number of 6502 based machines 
but all the routines are translated for 
the Atari. An additional advantage is 
that the reader should get a good 
insight into how to translate programs 
from other machines 



GETTING STARTED WITH THE ATARI 600XL 

by Peter Goode Phoenix Publishing Associates, 

Including 600XL in the title is an unfortunate choice, for the 
600XL has almost disappeared without trace. Still theSOOXL uses 
the same Operating System and Basic so is this book a good one 
for a new XL owner? 

Well if you just want to get started it will probably do but if n 
having started, you want to go further you may well regret its 
purchase. It starts with very simple use of BASIC such as printing 
to the screen and using variables before going into Graphics and 
Sound. Graphics are covered in half a dozen or so pages of simple 
PLOT and DRAWTO before the heading : ADVANCED GRAPHICS 
suddenly appears. Advanced Graphics are said to require the use 
of machine code which is simply not true. The chapter says These 
advanced graphics facilities, often called Player Missile graphics 
are used extensively with machine code in THE 60GXL PROGRAM 
BOOK. From which the following is an example. There then 
follows a program which contains no machine code whatsoever 
and no Player Missile graphics! 

Oh, deari To be fair, other simpler Basic programming is 
covered later in the book but there is a tendancy to introduce 
program listings for explanation which contain many concepts 
which a beginner might find hard to grasp 

The book will no doubt get you started but in which direction it 
will lead you I am not sure. £5.95 is not a bad price at todays costs 
but be warned that you will certainly need to buy other books once 
you have 'got started 1 . 



Other hooks received for review... 

EXPLORING ADVENTURES on the Atari 
48 K 

by Peter Gerrard. Duckworth Publishing 216pp. 
£6.95 

Although adapted from books for other micros, 
this would seem to be an ideal introduction to 
Adventuring on the Atari. Two complete adventure 
listings are included as well as lots of help for you to 
write your own. 

THE MICRO ENQUIRER - ATARI XL 

by Christopher Bid mead and Benjamin Woolley. 
Century Communications Ltd. 183 pp. £8.95 

A large format book on micro-tcrrsputing in 
general with specific sections inserted in the text for 
the Atari An idea! introduction for someone new to 
computing giving a far wider general understanding 
than a book dedicated to a particular machine. 

THE ATARI XL HANDBOOK 

by Lupton & Robinson. Century Communications 
Ltd. 245 pp. £5.95 

A book to take you through the XL from setting 
up to writing reasonably complex programs. Several 
appendices. 

More detailed reviews of some of these books 
will appear in future issues. 
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Four models based 
around theSOOXL 
in a re- styled case 
with a new key- 
board and re- sited 
'function 1 keys 
making a more 
compact unit The 
inside has been redesigned for economy 
of production using fewer chips and 
moving parts giving a smoother running 
rind faster computer 

65XE 

The basic model in the range is much 
the same as the800XL As far as is known 
there are no improvements except for the 
addition of the graphics symbols on the 
keyboard. The peripheral bus on the 
800 XL has now however been dropped. 

65XEM 

The basic 65 XE with added full music 
synthesiser features which can hooked 
up to ri hi-fi system. Eight voices giving 
rich music giving the following features. 



XE 

SOFTWARE 

AT AHI W R I TER+ is an enhanced 
version of the existing program with built- 
in proof reader (American spellings?). 
INFINITY, which has received rave 
reviews from those who saw it at CES. is 
an integrated spreadsheet, word pro- 
cessor and relational database all on one 
disk. The program uses windows and has 
"incredible graphics hitherto thought only 
pqssibte on 16- bit machines' 5 . . One report 
says that it puts to shame anything avail- 
able for the Mackintosh induLiiny pro 
grams like Lotus 1-2-3. 
SILENT BUTLER A domestic accounts 
program. 

Also ATARI PROOFREADER... MUSIC 
PAINTER ... TRACK AND FIELD ... 
CRYSTAL CASTLES and MARIO 
BROS 




Digital sample rate in excess of 30kHz. 
Over 60dB dynamic range. 
Funde mental Frequency Range of 4,8 
Hz to 7.8 kHz -10 2/3 octaves. 
Fundemental Frequency Resolution of 
1/64 semitones. 

Precise control of harmonic amplitudes. 
64 harmonics. 

No news of a music keyboard for this 
although one would assume that a key- 
board can be interfaced to the computer. 

130XE 

1 2 8 k of m emory in two 64 k switchable 
blocks allowing something like 48k of 
user RAM and 64k of storage which can 
be instantly interchanged with the RAM 
in use. The ideal application is for word 
processing and databases but there may 
well be adaptations of multiple disk adven- 
tures and the like from third party software 
producers. 

65XEP 

The whole lot in one. The basic 6 5 XL 
with built in (added?) 5" monochrome 
m< jriitc ir a nd 3 ¥2 : ' d is k d rive to e n able yo u 
to keep computing wherever you are. No 
details are available yet on size but it may 
not be quite so compact as other 'lap- 
held' models, 



C OMPAT A BILIT Y 

All XE models are 100% compatible 
with the 400, 800, 600 XL and 800 XL 
meaning that the majority of existing 
software and fill peripherals will run 011 
the new models and software developed 
for the 65 XE will run on the older 
models. 

All the new peripherals for the XE 
range are compatible with the 400, 800, 
600XLand800XL 



AVAILABILITY 

At the ti m e of writi ng Ata ri Co rp. ( U . K. } 
had not decided which items would be 
made available and at what prices Certain 
peripherals may not make it over here 
(can the market really support seven 
printers?). 



DISK DRIVE 

The basic disk driv* for the XE range 
will continue to be the 1050 5Vi" floppy 
disk drive although the casing may be re- 
styled to match the new designs. 

MONITORS 

A 14" composite colour monitor and a 
12 !! monochrome, 80 column monitor 
have been anounced Does this mean 
that software is being developed for the 
XE range to allow true 80 column appli- 
cations? 

PRINTERS 

XTM201 thermal dot- matrix running 
at 20 cps. XTC201 thermal dot- matrix In 
colour. XDM 121 Daisy Wheel letter 
quality at 12cps and the XMM801 doL- 
mattfx at 80 cps. 

Much will depend on the price of these 
for Atari has never produced a printer to 
equal those available from dedicated 
manufacturers but if the prices are low 
then these may well succeed where pre- 
vious models have failed. 



PRICES 

U.S. prices are reported as $120 for 
the65XE, $160 for the65XEH $200 for 
the 130XF- and $400 for the 65XEP. 
Pc inters are said to be from as low as $50 
up to $200. 



COLOUR 
CODING 

Both new ranges will be 'colour coded' 
with all boxes for the XE range and 
peripherals in red and the ST range in 
blue so that the consumer will know 
whether a particular peripheral is suited 
to his machine. Why? Because Atari will 
continue to sell through multiple stores 
and recognises that very few store staff 
will have sufficient knowledge of the 
product Support will be given to stores in 
the form of charts and reference guides 
but the onus will be on the consumer to 
display more knowledge than the sales- 
man. A shrewd move with greater benefit 
than might a* first be thought 
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The ST range is 
destined to break 
new ground for 
personal com- 
puters bringing an 
amazing 16- bit 
machine into the 
grasp of almost any 
individual 



There are two models which differ on ly 
in the amount of RAM. The 130ST has 
128k of RAM and thy 520ST has 5 I 
Both have an additional 192k ROM 
Operating System which includes the 
GEM appliai%ons [ikuk-ig^. The ROM :s 
e^xpan dable to 3 21 ) k wi tb a pi ug i ri cartrid ge 
although it has not been disclosed what 
this add-on will contain. 

GRAPHICS 

Incredible colour graphics on a 32k 
bitmapped screen with 'A Graphics 
modes. 

Low Resolution - 320 x 200 pixels (equiv- 
alent to Graphics 8) in 16 colours. 
Medium Resolution - 640 x 200 pixels in 
4 colours- 
High Resolution - 640 x 400 pixels in 
monochrome. 

512 colours are available and as the 
computer has interrupts, these can pre- 
sumably be mixed outside of the standard 
Graphics modes. 

INTERFACES 

Built-in interfaces include a high- speed 
hard disk interface, integrated floppy disk 
controller, Centronics parallel interface. 
RS232C serial modem interface, two 
joystick ports with one configured for use 
with a mouse and MIDI music interface. 

Four video ports are provided for 
standard television, low resolution com- 
posite video, medium resolution RGB 
and high resolution monochrome. A 
suitable monitor will of course he required 
to operate all 3 graphics modes but the 
basic computer can be run in Low* 
Resolution mode on a standard TV. 

LANGUAGE 

The ST machines will feature an 
"enhanced" ATARI BASIC or be avail- 
able with LOGO as an option. 



PRICES 

Up to now you could expect to pay 
in excess of £2,000 for a good 16-bit 
system but the 1 30 ST is to retail at 
$399 and the 52GST at $599. A full 
system in cu ding disk drive and 
monitor is expected to be available for 
around £700- £800. 
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SOUND & MUSIC 

Proving that these are not just business 
machines but all-round entertainment 
and serious computers (for the first time 
in one machine), there are 3 sound 
channels with wave shaping sound, sep- 
erate frequency and volume control, 
dynamic en ev lope controls and fre- 
quency from 30 Hz to above audible 
range. The MIDI interface will allow con- 
nection to external keyboards and 
synthesisers. 



OPERATING SYSTEM 

The Operating System is TQS" dev- 
eloped jointly with Digital Research to 
enable the best use of the GEM software. 
GEM is very simitar to Apple's LISA and 
the Mackintosh and features windows, 
drop down menus, icons, a calculator and 
clock all of which can be controlled by a 
mouse. For those who don't know about 
a mouse, it is a hand controlled device 
which is run over a smooth surface and 
moves a pointer about the screen. 
Incredibly easy to use, it allows full control 
over the screen and applications without 
having to look away from the screen. The 
GEM system has been extensively 
reviewed in Personal Computer World 
magazine February 1985 and elsewhere 
for those who require further in-depth 
details. It is a very powerful system that is 
implemetedon several major (expensive) 
machines in monochrome, The ST brings 
you the GEM system in full colour for the 
first time 



INSIDE 

The computer, is run by a 16/32-bit 
Motorola 6 HO 00 microprocessor with 8 
32- bit data registers, H 32-bit address 
registers, 16- bit data bus, 24- bit address 
bus, 7 levels of interrupts, 56 instructions, 
14 addressing modes and 5 data types. 



PERIPHERALS 

SF354 3VT disk drive with 500 k storage. 

SH317 3W hard disk drive with 10 MB 
storage. 



24 12 M monochrome high- 
resolution monitor. 
SCI 224 IT RGB monitor. 

ST504 thermal dot- matrix in colour, 
SDM124 daisy wheel letter quality. 
SMMS04 impact dot- matrix. 

Pric es are not yet a vai labl e for the se b u r 
have been reported as starting from, an 
incredible $100 for the 3W disk drive. 



ST SOFTWARE 

There is none at present although 
the GEM system allows easy adaption 
of any software package to any machine 
running GEM. Take a look at any 
software running on mosi 16-bit 
machines such as Wordstar, Lotus I- 
2-3 etc. and it should be relatively easy 
to convert it to the ST. All Atari have to 
do is persuade the Software houses 
that the ST is worth writing for and this 
should not be too difficult. In the past, 
developmenl of software for a part- 
icular 16-bit machine has been costly 
and Atari might not have been able to 
persuade producers to take the risk. 
Now with over 75 computer manu- 
facturers licensing GEM for their 
machines and nearly at! of the major 
software producers interested, soft- 
ware should become available quite 
quickly. 

The major problem might be price 
for many business packages cost £400 
- £500 at present which is not too bad 
when you have paid £2500 for the 
computer, but will ST owners be willing 
to pay more than the cost of the 
machine to get one software package? 
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programming 



BASIC AMMATION 



One of the most appealing and powerful features of a 
home computer is the ability to move shapes around the 
screen - animation Atari owners have at their finger tips a 
superb graphics machine with many powerful features. 
Some are more difficult to understand but even a complete 
beginner can obtain some very pleasing results by character 
set manipulation. 

You have already used the character set. It consists of the 
letters and numbers and control characters that you see 
when you type anything from the keyboard. Each character 
is made up of eight lines and each line is eight bits wide, so 
even,' character is made up of an 8 x8 grid. If you typed the 
letter T and could magnify the screen you would see the 
squares illuminated as in figure L 



isl LOCATION 




2 id 

3rd 
4|h 
5th 
6lh 

7th 
8th 



n 



128 64 32 16 fi 4 2 1 



Figure 1 



Each character is made up of a box containing 64 
squares. All or none or any combination of these squares 
can be filled in to make a shape. If we filled them all in, we 
would get a solid square box. If we left them all empty we 
would get a blank space. If you look again at figure 1 you will 
see the figures 128 to 1 along the bottom. Without getting 
too technical these are the decimal codes for each bit value. 
So. how do we use these to create a shape? 

First we draw our shape onto an 8 x 8 grid until it looks 
about right. Lets start with a primitive looking space ship. 
Take a look at Figure 2. If you look along the first line, or 
location, there are two squares filled In, one in the '64' 




126 64 e 4 2 1 
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64 + 2 
32+4 

64 + 32 +16 + 8 + 4 +2 

128 + 64 +16+ 8 +4 +2+1 

32 +16+8+4 

0 

0 

0 

Figure 2 



= 66 
= 36 
= 126 
= 223 
= 60 
= 0 

- 0 
= 0 



by Brian Williams 



column and one in the 2' column. If you add these together 
(64+2=66) and then POKE the result into the first location 
of a character, the computer will know which squares to fill 
in. Continue doing this until each of the eight lines have 
been added up. We now have all the information to store a 
character in a DATA statement which would look like 
this 

DATA 66,36,1 26,223,60,0,0,0 

Let's recap. It takes eight memory locations to store the 
data or information for one character so all we have to do is 
store different numbers and 4 Hey- Presto! 1 , we have a new 
re- defined character. Well almost but not quite! 

The character set is stored in ROM (Read Only Memory) 
which we can't change so our first task is to copy the the 
character set to a location in RAM (Random Access 
Memory) where we can change it in whatever way we wish. 
Now we come to a problem which you may not have dealt 
with before, memory management You have to decide 
where to store the character set we are going to copy from 
ROM A full character set requires 1024 locations since 
there are 128 characters and each requires 8 locations (128 
x 8 — 1024 or lk), so we need to set aside an area of 
memory for this purpose. Memory is divided into 'page s, 
each of which is 256 bytes, or locations, long. We have to 
find a suitable page number and we will then POKE this 
number into the Character Base Register (location 756) 
which tells the computer where the character set to be used 
is stored. If you now take a look at the program, you will see 
that lines 10, 50 and 1 50 have the number 120 which is the 
page number we have chosen to store our new character 
set If you have a 16k machine you will have to use a lower 
number such as 48 but whatever number you use it must 
appear on ALL three lines. Before going any further make 
sure that you understand what you have read so far. How to 
draw your own characters and change them into numbers 
that the computer can understand. If you have an idea of the 
principles involved, then continue, but if you are unsure go 
back and read it again. Although it is a lengthy process, the 
principles are fairly simple 

You will now need a chart to show you the order in which 
characters are stored in the character set. As the chart is 
quite lengthy we do not have rooip to reproduce it here but 
the references at the end of the article will give you further 
information, [f you want to make up your own chart you can 
use Listing 2. 

Look at line 20 of Listing 1 and you will see that I have 
assigned a value of 64 to X. This is changed from 64 



DY 
Dft 

BH 

Ff 
TV 

WL 



ANIMATION 



BY BRIAN WILLIAMS 



1 REM 
Z REM 

3 REM 

4 REN ^ ^— — ^ 

5 ? "HCOPYIHG CHARACTER SET 
AIT" 

9 REM 



PLEASE H 



EEK BT THE CHARACTER SET IH 



ROM AND COPY IT TO PAGE 120 



TH 10 FOR 1=0 TO 1023 : POKE 120*256+1 , PEEK 

f 224*250+11 :KEKT I 
FE» 19 REM M ! M ! M«IH I ai rLflff* ■ 
JB 20 K-64 

OM 30 FOR LOOP-i TO 8 

LL 40 FOR 1=0 TO 7: READ fl 

MA m POKE 120*256+K*8+I,fi 

LE 00 NEXT X:K=K+1:HEHT LOOP 

JU 6? REM I iM f ■» M M !i J ! MlMiHil J J iU 

DI 70 DATA 2,4,4,4,5,3,1,6 

DM 30 DATA 64 , 32 , 32 , 32 , 160, 224 , 128, 56 

OF 90 DATA 0,0,112,8,5,3,1,0 

5Z 100 DATA 0,8,14,16,160,192,128,90 

NN 110 DATA 8,0,0,61,195,1,6,0 

VG 120 DATA 0,0,0,180,195,128,90,0 

XZ 130 DATA 0,6,8,1,15,17,38,04 

GA 140 DATA 8,0,0,128,240,136,100,2 

WC 150 POKE 756,120;? CHRS (125) I POKE 752, 

1 f REM POKE CHARBA5E REG . MITH PACE NO. 

: CLEAR SCREEN; TURK OFF CURSOR 
00 168 X=2:Y=B:A=10:Z=1;REH SET 5TART POS 

ITION AND SOUND VALUE 
JZ 170 POKE 710, 30: POKE 709,4 I REM OACKGRO 

BHD COLOUR AND LUMINANCE OF CHARACTERS 
LI 179 REM IJ:H?I MiV ■Jij :l JJWTI >W-1 ?1 I Z Mil 

MZ 100 POSITION X+2,VS? "¥h":FOR DE=1 TO 
40 : NEXT DE 

T« 105 POSITION K+2,Yl? X-K+Z:Y=Y+Z 

OR 190 POSITION K+2 f Y:t " K*':FOR DE=1 TO 
40; NEXT DE 

TJ 190 POSITION X+2,Y:? " « ; X=X+Z ! Y=Y+Z 
LV 268 POSITION X+2,V;? "4t":G05UB 1008 SP 

OSITIOH H*2,V:? ■» ":X=X+Z 
XI 210 POSITION K+2,Y:? "A" i FOR DE=1 TO 

40 * NEXT DE 
TG 215 POSITION X*2,Y!? " ":X=X+Z 
BI 220 IF H=34 OR X=2 OS V-22 OR Y=2 THEN 

z=-z 

OX 230 GOTO 188 

PX 999 REM LM II i] M 'I * IH 

XT 1000 A=A+Z ; SOUND 0 , A , AO , 10 i RETURN 

Listing 1 



Listing 1 shows how to POKE your new DATA into the 
character set so study it well before we go on to try some 
animation. Got it? Right now let's see how we can do some 
animation. 

We can quite easily move any of the standard characters 
around, We could even make the letter A do triple somer- 
saults, but it doesn't look that good so what Fve done in 
Listing 1 is to use two characters to make a larger one. The 
DATA in line 70 changes the CTRL- COMMA character into 
the left side of a bird and the DATA in line 80 changes 
CTRL- A into the right hand side. Now if you PRINT them 
side by side, you will get a bird which is actually two 
characters wide. You can see that by using this method any 
number of intricate shapes can be designed, with each 
character being part of a larger shape, You are restricted 
only by your own imagination. 

If the shapes are going to be static, for example trees, 
buildings etc, you can use as many characters as you like, 
but if you are going to move shapes around, spaceships, 
monsters etc, then it is best to stick to between 1 and 6 
characters as the more characters there are to move, the 
slower the object will move about. One character will move 
quite fast but a monster made up of 8 characters will be 
rather sluggish, Going back to the program, lines 90 to 140 
each alter the shape of the bird slightly and when printed 
alternately give quite a good impression of flight Lines 160 
to 230 move the bird by PRINTing the first two characters, 
then erasing them and then printing the next two one space 
further on. These lines could quite easily be converted to 
wo r k wi th a j oust ick Lin e 1 0 00 is j u st th ere to pro vi de a 1 ittle 
sound. 

There are many refinements to character set animation 
such as protecting your character set and using other 
Graphics modes but you now have the basics, so fill the 
screen and have some fun! * 



3G 5 ? ■■* CHARACTER CODE GENERATOR 

by Lbs Ellingha*" 
NN 18 POKE 766,1: POKE 752,1; POKE 04,3 
Rft 58 FOR 1=0 TO 127 

HV 60 A=I*32*CI<64)-64*tt>63 AND I<«1 

DM 70 IF 1/28=1*7 CI/201 THEN C0L=I/4+l»tI 

>123) SPOKE 04,3 
AU 80 POKE 85,C0L+2*1*II>11» OR I<189 It I 

;" ''jCHRSfAJi"!" 
IX 98 NEXT I 

LG 100 GOTO 108 Listing 2 

References; 



through to 71 with the loop in line 30 n so ] am changing 
characters 64 to 7 1 of the character set which are the first 8 
CONTROL character You are not restricted to these as you 
can choose any or all of the 128 characters, just specify the 
character number in line 50 (the value of X}, Be warned 
though, if you change any letters or numbers , you cannot 
use those letters or numbers on the screen. If for example 
you had re-defined the letter A to a space ship and then 
wanted to print ATTACH you would get little space ships 
instead of the As! It is best to stick to re- defining little used 
characters to allow mixing of text and your own characters 
on screen, 



Internal Character Charts 

ATARI BASIC Reference Manual Page 55 
YOUR ATARI COMPUTER (Osborne/ McGrawHU^ 
Pages 294 & 417 

COMPUTED THIRD BOOK OF ATARI (the most 
comprehensive reference). 

Redefining and Animating Characters 

COMPUTE S FIRST BOOK OF ATARI GRAPHICS 
COMPUTE's SECOND BOOK OF ATARI 
GRAPHICS 
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by Graham Askew 



Supply Blaster is an arcade- type game for 1 or 2 players. 
It is written in BASIC and uses redefined characters in 
Graphics 17 with a machine code transfer of half a 
character set from ROM to RAM and machine code Display 
List Interrupts (RLTs) which, among other things, splits the 
background into dark blue cloud level, lighter blue open sky 
and ground. 

Initially there are choices of the number of players and of 
the limit of supplies which must be prevented from landing 
and remaining intact on the ground. A player's game ends 
either when he has lost all his ships or when the preselected 
number of supplies is on the ground. 

A player starts with three ships and the number of ships 
left at any given time, including the one currently in play, is 
shown at the top middle of the screen. Player Is score is 
indicated at the top left and. if playing. Player 2' s score at the 
top tight, A high-score stands at the bottom left and the 
number of supplies landed and still intact is at the bottom 
right. 

A new ship is set up on the ground to the extreme left and 
the object of the game is to score as many points as possible 
by moving the ship, with a joystick in any horizontal or 
vertical direction and preventing supplies, which drop from 
random points at cloud level, from landing on the ground 
and building up to the preselected number. This is done by 
positioning the ship under a descending box and firing up at 
it by pressing the joystick button. The Player's score is 
increased for each supply box hit with the number of points 
increasing proportionately to both the height of the box 
when hit and the height of the Player s ship, 

A fuel line is built in just below ground level and this runs 
out by a20 th each time a shot is fired. When the last shot has 
been used an alarm sounds and a flashing arrow at the 
extreme left of the fuel line indicates that the Player must 
return his ship to the starting point in order to re-arm and be 
able to carry on with the battle. This operation needs to be 
performed as rapidly as possible because supplies are still 
falling and, if the Players ship is not available and armed, 
they will of course land! 

Just to make life a little more difficult random enemy 
missiles appear from either side of the screen above certain 
scores, vertically level with the Players ship. These will 
automatically readjust their aim to any change in the 
Players vertical position and the only way to avoid being hit 
and destroyed is to move down behind one or more landed 
supply boxes so that the missile impacts with one of those 
instead. It will be seen that it is not a bad idea to let a few 
boxes land, especially near the edges of the screen. 
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A second obstacle presents itself, depending on the 
supplies limit selected, when an occasional enemy ship 
appears from either side of the screen at varying heights. 
These chase across the screen towards the horizontal 
position of a Players ship, and if the Player does not shoot 
quickly enough, they will fire a laser beam which will destroy 
the Player s ship. As the game progresses, these become 
more difficult to hit as they first begin to dodge the Players s 
line of fire and then later corn bine this strategy with that of 
coming down the screen towards him. 

Thirdly, after the loss of a ship and providing a Player has 
passed a certain score depending on the level of play, the 
cloud level drops, thereby making it more difficult to cover 
the width of the screen to hit supply boxes which drop from 
a lower position. 

Just to be fair, guided missiles and enemy ships will not be 
launched whilst the player's ship is in the left-hand column 
of the screen, which obviously includes the re-armimg 
process, but remember, it is no good staying there for too 
long because further supplies cannot be prevented from 
landing in the main play area. A missile will, however, 
continue on its way if already launched from the right hand 
side of the screen. An enemy ship, if already on screen , will 
still align itself above the Player s ship and fire at him, unless 
he has commenced re-arming, in which case it will hover 
until he is re- armed, then it is matter of who can fire first! 

The preselected last supply box trying to land is indicated 
by a different colour and warning sound as it descends. 

If you fancy your chances of going up the screen to meet 
or even pass an enemy ship, just try it! 

SCORING: 

Points are scored for shooting a supply box. 

A players score is also increased by 250 points for 

each enemy ship destroyed 

An extra ship is credited at a score of 10,000 points or 
more. 

Ships can be lost by 

Being hit by descending supplies 
Being hit by enemy missiles. 
Being shot or hit by enemy ships 



VARIABLES 



M positions of each Playefs Intact landed 

supplies. 
S{ Players} scorers). 

D{ number of each Player's supplies dawn on the. 

ground 

X( checks for extra ships. 

Gi number of each Player 1 * ships left 

CL( Each player 1 § current cloud level. 

N Number of players, 

X Horizontal position of player's ship. 

Y Vertical position of player 1 s ship. 

XJ difference In player's ship's horizontal 

movement, 

VI difference in player's ship's vertical 

rnOvement- 
E fuel level 

R re-ftieLling{re-arinhiEt|i level. 

EO selection of enemy object type. 

T type of finemy objest subroutine line. 

H high score, 

K Flayer (0 for Player 1 , 1 for Player 2) 

S joystick. 

J random selection of enemy hor. position. 

K random selection of enemy vert, position, 

B colour of enemy supply box or in itial colour of 

enemy ship. 
BO normal supply box character/ colour, 

F cha racter/ colour of Player 1 s ship shot 

DI difference In hor. direction of enemy missile/ 

ship. 

H character/ colour of enemy missile. 

W waiting factor before enemy ship fires 

2 character/colour of enemy ship's laser beam, 

A factor to synchronise ref u el ting a la rim or sound 

of refuelling operation with explosion of landed 
supplies if supplies hit by an incoming missile 
at the same time. 
S4 Setcolor4 memory location 712. 

NC norma I CO lou r of sky. 

V0 Voice 0 distortion/ VOlum e memory location. 

VI Voice 1 distortion/ volume memory location 

V2 Volte 2 distortion/ volume memory location. 

V.1 Voice 3 distort iofiv vfl liirtic infiktiory location. 

FL f vtrt-mt; loft fuel line memory location. 

SK DLI machine code locution for sky colour. 

SL Supplies Limit kt'lvclkd. 

SP top left screen msmoT^i location, 

SC Antic tnabk/disablp location 559 



EI 1 REM MHUMKMKMUMMgKttMMXMXMMXMMMM l tMMMlt 
HN 2 REM * SUPPLY BLASTER It 

LR 3 REM # by * 

TB 4 REM * * 
TR 5 REM * GRAHAM 05KEW * 



EH 6 REM MMa W KttKXMMXKMMMI f HttMMXHMMXHMXMXM 

ZP 14 D=1O:V=20S 54=712 :HC:=112:605UB 1060 

MR 20 IF E=0 AND R=19 THEN GO SUB 7B0 

ZH 30 IF E=0 AMD T<>H3 ARB X = 0 AMD Y=21 T 

HEN G05UB 558! IF R<19 THEH 90 
HF 40 S=PEEK (632+PJ I IF S<>14 OR V=CLtPJ~4 

THEN POKE V0,0 
RC 50 H1=CS=7 AMD X<1S)- 15=11 AND X) ! Yi=< 

5=13*- 15=14 AND Y>CHP1"4J 
DO 60 IF HiOYl AND Y+Yl <L CX+X1 , P3 THEN C 

0L0R OiPLOT K J Y I X=K+X1 : Y=Y+Yi 
EU 70 COLOR 165: PLOT X,Y:IF Y1<0 THEM COL 

OR 3; PLOT X,Y+1: SOUND 0,5,0,D ; COLOR 0: 

PLOT XjY+1 

ZT 80 IF PEEK(644+P»=0 AND E AMD Y>CLIP|- 

4 THEN F=4;G0SU8 HI 
CM 96 IF T=0 THEN EO-IHT (RMD (03 *D*1) : IF C 

X AND E0>7> OR Efl<0 THEH B=0:G05UB 006 

+ CE0>73*E0 

RT 95 IF T THEN COLOR 0:G0SUB T:IF T=0 OR 

T=H3 OR B=129 THEM POKE V3,0 
ML 96 GOTO V 

JD 106 IF X=J AMD Y=K+i THEN RETURN 
CB 110 SOUND 2,L,8,D 



KM 126 COLOR F:PL0T X,Y"i:IF F AND T AND 
X=J AMD K<Y THEN DRAMT0 J,K+1:F0KE V8, 
D:P0KE V3 f 0iG0T0 160 

DE 130 DRAHT0 X,CLCP)-4:XF F THEN F=6tG01 
0 120 

ER ISO E=E-1:P0KE FL+E,73:P0KE U2,D:RETUR 
H 

UZ 160 COLOR 6: PLOT X , Y-l : DRAHT0 J f K+l:EX 

=43:IF K>1 THEN PLOT J,K~i 
GD 164 FOR 0=15 TO 6 5TEP -1 ; EX= CEX+ll*f E 

K AMD EX<471:IF 0>5 THEN POKE 5K,114 
XK 166 COLOR EX: PLOT J, K: SOUND 2,D.Q,Ct:P0 

KE 5K , HC 

TK 176 FOR Z=l TO RJNEXT Z;NEXT 0:5tPJ-5t 
P3 ♦ CT=H2J* I41-K-Y>»D+ tE0=DJ *25G ! P05ITI 

ON P*l3+l,0;? 86 ; 5 CP3 : T=0 

CA 100 IF 5 IP3 > -10000 AND X (PJ THEN GCP3 = 
G(P)+1:F0R 1=1 TO 25: POKE G CP), 0: SOUND 
2, L, 12, D: POKE G f PI , 133 ' NEXT I:XfP]=0 
0B 190 GOTO 158 

JA 206 IF B>B0 THEH SOUND 3 , L , D , P 

ZO 226 IF K<LCJ,P1 THEN K=K+1 ; COLOR B * PLO 

T J,K!IF K>CLCPJ~4 THEN COLOR 6: PLOT J 

,K-1: COLOR 0:PLOT J,K~2 
NO 230 IF X=J AND <K=Y OR K=V-il THEM COL 

OR OsGOTO 500 
VG 240 IF K=LCJ,P)~1 THEH SOUND 3,H2,«,D: 

PLOT JjK-1 : T=0 : L C J , PI =L ( J , Pj -1 ; D CP) -D { 

P)+1:P05ITI0M 16,23:2 tt6;DCPl 
AH 258 IF DCP)=SL THEH 980 
ZK 266 RETURN 

PO 388 IF J>-1 AND J<V THEN PLOT J,K 

OC 310 J= J+DI : K=Y : LOCATE J,K,Z:IF Z<B0 AN 

D JOH+DI THEN SOUND 3 , L , 12 , D : COLOR M: 

PLOT J f K : RETURN 
JF 320 IF Z=B0 THEN 340 
TH 330 POKE 02,0: GOTO 516 

05 340 K=K-(K>L(J,P1 AMD K=L C J-DI , PJ 3 J 0=1 

: POKE U8, 0 ; C=0 I FOR 1=1 TO L:C=(C=0»*34 

:C0L0R C:PL0T J,K:POKE 5K,114 
IR 358 SOUND 3,1 , 0 f D :0=0+ (E=0 AND 03 : IF 0 

=5 THEH Q=1:G0SUB 780 
HH 368 POKE 5K,HC;HEXT 1 3 POKE V3,0:T=0 
LI 370 K=K-1SIF K>=LCJ,Pi THEN COLOR B01P 

LOT J , K+l : COLOR 0:PL6T J, K: GOTO 370 
RA 308 L(J f P3=L(J,P)+l}DtP3=DCP3-l:POSITI 

OH 16,23s? H6jDfP3;" 11 : RETURN 
ZD 400 IF J<2 OR J>17 OR ABS(J-H3>1 OR K> 

Y-3 THEH 418 
KH 405 DI=IHTCRND(03«3>-1:PLOT J.KlK=K+CK 

+2<LfJ,P)3*<5CP1>SL«fl33 SGOTO 420 
HF 418 DI=5GH IX- J] : IF J>~1 AMD J<V THEM P 

LOT J,K 

NF 420 JzJ+DlSFQR C=D TO 42 STEP 32: COLOR 

C:PL0T J,K£50UND 3 , C+L , D , D : NEXT C 
HE 430 H=M+CJ=X AND R=19J :IF 14=3 THEH Z=3 

6 < SOUND 3, HI, 12, D: GOTO 458 
ZI 440 RETURN 

GJ 450 COLOR Z : DI= (Y>K+1J - IY<K~1J : IF DI T 
HEN PLOT J, K+DI iDRAHTO J,VDI 

MD 460 IF Y=K OR Z=0 THEH POKE 5K, 116: GOT 
0 516 
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KT 480 FOR 1=1 TO H2:NEXT I:Z=OiPOKE SX,N 

C:GOTO 450 
SC 500 PLOT J,K:IF K>2 THEN PLOT JjK-1 
BS 510 C=5:F0R 0=14 TO 0 STEP -IS SOUND O f 

HI ,0,0: SOUND 1, 101, 0,0: SOUND 2,102,0,0 

:50UHD J,Ljl),n 
HV 520 FOR 1=0 TO D : POKE SK , 110 : C=5*(C=0) 

: COLOR €:PLOT X,Y:KEXT I ! POKE SK,HC:NE 

HT 0 

530 POKE GCPJ , 0 : G (P) =G CPJ -1 J IF GCP) = SP 
+7 THEN PLOT J, K: POSITION 1,6 1? n6;"HD 
W*:HBi1;**IrI&Uil " : GOTO 920 
OH 540 GOTO 940 

GT 550 POKE FL, 75: POKE FL+R, 201 : SOUND 2,R 
*H1,D,D:R=R~1:IF R=~l THEN R=19:E=VlA= 
0:POKE ¥2,0 

ZK 500 RETURN 

YF 700 POKE Fl , (A <3)*75+ CA>2)*73: SOUND 2, 
(A<3J*H1+CA>2)*L,D,D : A=A+1- (A=5)*6 : RET 
URN 

HF 000 J=INT (RHD (01*18+1) ;K=CL(P3 -5: T=H2* 
(LtJ, P)>171 :B=BD+ CD (P1=SL-1J*96: SOUND 

3,D,8, (T=H2) iPOKE 77,0: RETURN 
MF 800 IF S(P)>999 THEM T=H3 : J=-l : M=6 : DI= 

1 : RETURN 

DO 809 IF 3tP)>2999 THEN T=H3 : J=0 : M=7 : DI= 
-1 : RETURN 

WD fl 10 IF S£P3>SL*H1 THEN J=IHT (RHD t 01*2) 
*21-1 K=IHT (RND (03*6+CL (P3 -41 : M=0 : T-41 
0-(S(P)>SL*H21*D 

ZI 820 RETURN 

UG 300 FOR 0=0 TO 3 : POKE UQ+Q*2 , 0 : HEHT «: 
FOR Z=l TO D T FOR 1=1 TO 125 STEP 128 :C 
OLOR I: PLOT J, K: NEXT I J NEXT Z 

IU 910 POSITION 2,6:? IUi H'l I H< f I I I II 
13"' SGCPJ =SP+7 

ML 920 POSITION 5 # Di? B6;"saHe over": IF 

N=2 THEN POSITION 6,14;-? tt6; "EsHSKUP"; 
CHR$(177+P) 
TR 925 G05UB 1500 

HH 930 IF N=l OR GtO)=G(13 THEN FOR 0=0 T 
0 l:H=(S(Q3>Hl*S(Ql + f5(Ql <=H1*H INERT 0 
:P05ITI0N 3,23:? »6;tt:G0T0 1110 

NF 340 CL(P3=CLIPJ*2*(S(P)>5L*CL(P)*CL(P3 
*5):P~P+tN=2 AND P=0 AND G 111 >SP+71 - tP 
AND 6(03>SP*73 :POKE S4,NC:G0T0 1170 

LB 1000 GRAPHICS 17: POKE 708,96:P0KE 709, 
14:P0KE 710,24:PGKE 711,U:P0KE 54,NCiP 

osxtion 3,6:? as i " Hiia-naiU'Hi^ " 

HR 1010 POSITION 2,0 s? tt6;"by grahait ask 
ew"! POSITION 6,14;? »6 ;"<C> 1984" : DIM M 
L5(323 ,L(19,I) ,5(1>,D(13 ,X(1>,G(I1 

JR 1015 DIM CL(11 : 0=0! 00=33 :L=5e:Hl=100: H 
2=200 : H3=300 : SC=559 I SK=1SS4 : U0=5376l : V 
1=00+2 : V2=«l*2 S 03=02+2 

BM 1020 S=tP£EK (1861 -61*256 IFOR 1=1 TO 32 
; READ A : ML$ ( I) =CHRS (A) : NEXT IJX=USR(AD 
RIMLS) ,57344,31 

OF 1030 DATA 104,104,133,204,104,133,283, 
104, 133 , 206 , 104 , 133 , 205, 162 ,2 , 160 ,0,17 
7,203,145,205,136, 208 ,249,230, 204 , 230 

KE 1040 DATA 206,202,208,240,96 
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IL 1050 FOR 1=5+8 TO 3+127: READ A: POKE I, 

A: NEXT I: POKE 3*131 , 102 i POKE 3+132,102 

:POKE 756,5/256 
AO 1860 DATA 153,255,219,231,231,219,255, 

129,142, 49,66,156,67,152,4,97,8,20,42, 

65,20,0,34,0,8,8,3,0,8,8,8,8 
PI 1070 DATA 8,0,20,28,28,62,127,28,128,1 

92,68,63,60,192,123,0,1,3,60,252,60,3, 

1,0,24,68,126,255,129,66,36,24 
CI 1080 DATA 8, 8, 0,129, 255,255,129, 0,28, 2 

8,42,127,62,28,0,8,8,28,62,137,255,255 

,129,0 

DZ 1085 DATA 0,42,28,62,62,28,42,0,0,0,8, 

20,28,8,8,0,0,34,28,6,0,28,34,8,65,8,0 

,8,0,0,0,65 
J J 1890 FOR 1=0 TO 47: READ A: POKE 1536+1, 

A i NEXT I i DL=P£EK C5601 +256*PEEK (561) 
HC 1091 POKE DL+S, 198: POKE DL+26,134 
AA 1894 DATA 72,169,102,141,18,212,141,22 

,203,169,16,141,0,2,104,64 
XB 1095 DATA 72,169,112,141,10,212,141,26 

,208,169,32,141,8,2,104,64 
DH 1896 DATA 72,169,162,141,10,212,141,26 

, 208 ,169,0, 141 ,0,2, 104 , 64 
VE 1100 « = i : 5L = L : 5P = PEEK (88) +256*PEEK C891 

:fl=sp+44o:gosub isoe 

m 1118 FOR 1=0 TO liS(I)=0:D(I)=0:XCll=l 

:clci)=6:g(I)=sp+d:next i:for i=o to 1 

9:L(I,0)=22:L(I,1)=22:NEKT I 
HK 1115 0=53279 :P=0 

AF 1120 POSITION 1,6:? tt6 ; "opt i onfl ";3L;" 
supplies" • position i,d:? tto; "seiectD 

■■;HJ M PLAYING" 

IP 1138 position 1,14:? no; "start D to 

PLAY" JFOR Z=l TO V:HEXT Z:I=PEEK(01 
IZ 1135 IF 1=3 THEN 5L=SL-5+45*(3L=D) ! POK 
E 0,7 

LH 1140 IF 1=5 THEN N=l+ (N=l) : POKE 0,7 
DH 1150 IF 1=6 THEN 1170 
OU 1160 GOTO 1128 

cv 1176 poke 5C,o:a=o;x=0:Y=2i:e=v:r=19;t 
=0:? U6;"*" ; POSITION 1,0:? «6; 3(03: IF 

N=2 THEN POSITION 14,0:? tt6;S(13 
08 1180 POKE 710, 24~P*18: POKE 3P*P*I3,158 

1C0L0R 137: PLOT 0/22:DRAHT0 R, 22: POSIT 

ION 0,23:? tt6;"HI5C0RE:";H 
Ptt 1190 COLOR BO: POSITION 14,23:? tt6j"!:" 

; D (PI : FOR 0=1 TO 18: FOR 1=17 TO 2UIF 

L(Q,P)<=I THEN PLOT 0,1 
OE 1200 NEXT I: NEXT OJFOR I=SP+8 TO GfPli 

POKE 1,133: NEXT I: FDR 1=6 TO 12 STEP 2 

IPOKE DL+I,6:HEXT I: POKE DL+CL(P),134 
PM 1205 POKE 512,0: POKE 513,6iP0KE 54286, 

192 ; POKE 54,128 ; POKE SC,34 
MY 1210 FOR 1=1 TO 3: FOR 0=1 TO U:PDKE FL 

-u,o: position 6,d:if n=2 then ? 86; "SB 

CHR$(177+P) 
PD 1215 IF N=l THEN ? 86 ; "llimffi" 
MM 1216 SOUND 0, 5*0 , D , D : NEXT 0 
OR 1220 COLOR 0:PLOT 6, D :ORAHT0 13,DSF0R 
0=6 TO R : POKE FL-V, 133: SOUND 0,D*0,D,D 
J NEXT 0 : NEXT I: POKE 00,0 
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READERS POLL 

RESULTS 

Well, you've done it again! Every single contribution 
{except one review by the Editor!} received a 
vote in the Annual Readers Poll This once again 
shows what a diverse range of interest there is 
amongst Atari owners and, hopefully, confirms 
that we set the balance right Here are the 
winners 



THE HARDWARE FACTS by John J. 
Smith 

Second: HOUSE OF SECRETS by David 
Blease 

Third: FIRST STEPS by Mark Hutchinson 

The winner has received the top award of £50 
of software of his choice whilst the two runners 
up each receive a copy of the book Computer 
Animation Primer valued at £19,95, 

Congratulations to the above and congratul- 
ations to all the other contributors during the 
year. Even if you did not win you have the 
satisfaction of knowing that your article* review 
or program gave sufficient enjoyment to others 
for them to vote it in the top three contributions. 

Another year begins. How about an article or 
program? 



ZOOMSOFT 







ilihk 


SORCEROR OF CLAY MORGUE CASTLI 


9.95 


17 95 
N/A 


JETBOOT JACK 




ZEPPKIJN 


^ 45 


L2.95 


NECROMANCER 


9.95 


12.95 


PHAROAMS CURSE 


9.95 


12.95 


Claim jumper 


9.95 


12.95 


SHAM US [I 




12.95 


5URVIV0K 


4 95 


J 2.95 


DRELBS 


9.95 


12.95 


SLIME 


9.9S 


12.45 


FORI APOCALYPSE 


9.9S 


12,95 


ENCOUNTER 




1 1.00 


COMBAT LEADER 


14 95 


14.93 


t:i:iTHHOATS 


N/A 


30.20 


HITCH HIKERS GUIDE TO THE GALAXY 


N/A 
N/A 




DARK CRYSTAL 


lh 95 


SKASTAI.KI It 


N/A 


28.7S 


SORCEHOR 


N/A 


35. 9S 


MASTER TYPE 


N/A 


33.2CI 


MASTER TYPE 


ROM 


34.45 


N ET WORTH 


N/A 


65 25 


liC S QUEST FOR TYRES 


ROM 


IS 95 


OEU5 WELL 


Hi) vi 


JK.9J1 


MICRO PAINTER 


N/A 


24.45 


LALF: Ql tSETA LYRAE 


N/A 


23.60 


KOBOT AND HIS ROBOT FACTORY 


N/A 
N/A 


14.95 


FLIGHT SIMULATOR II 


37.95 


DANCING FEATS (music) 


21 -3 ft 


25 60 


RAILS WEST 


N/A 


M 95 


SARGGN 11 


17.30 


17.30 


MASK OF THE SUN 


N/A 


.13.S0 


ULTIMA HE EXODUS 


N/A 


45. ao 


ADUENTE JRfc: CREATOR 


ROM 


as. 7 5 


NATO COMMANDER 


9.25 


13.95 


FORBIDDEN FOREST 


B.95 


N/A 


BUCK ROGERS 


Fio.v] 


28 75 


CASTLE WOl.f t-.NS rhlN 


N/A 


21 45 


DATA PERFECT 


N/A 


73.95 


STAR LEAGUE BASEBALL 


2J.0U 


23.00 


100's more titles uii able, b 


end s.a.e. 


for 



Plus lOD's more titles a vaii able, Send s.a.e. (or FREE 
catalogue. Send cheques/ P.O. to 

ZOOMSOFT, 46 Huntsworth Mews, London 
NW1 6DB. Tel 01 723 0562 

Foreign orders please add £1.25 for post 




GIVE YOUR COMPUTER LIFO 
MAKE IT TALK TO YOU WITH A SPEECH 

SYNTHESISER 

ALIO PHONE BA^ED WITH INFINITE VOCABULARY 
PROG. INFLECTION PLUS MANUAL PITCH CTL C/W 
WITH DEMO SOFTWARE AND EXTENSIVE MANUAL 

only £29.95 

CASSETTE INTERFACE - use with standard recorder 
instead of 1010/410. Includes remote ctl. relay and audio 
channel (for stereo recorders}. Slate whether 5 pin DIN arm in. 
jack plugs. £18.95 
PRINTERFACE - drives CENTRONICS type printers from 
AtariWriter and BASIC/ ASS. LPRJNT, LIST R> PRINT # etc 
Uses 1 joystick port only. C/W 1 metre lead & autoboot 
software on cassette. £29.95 

MAINS CONTROLLER ■ each unit switches two standard 3- 
pin MAINS sockets (lkw each). Two units cascade for 4 
independent switched sockets from \ joystick port Manual 
override and opto- isolation protect you and your ATARI 
computer dqa 05 

EXPANSION UNIT and plug in modules available lor 
600/800XL 



Prices inc. VAT & p/p^ 

W.E ELECTRONICS, 

19, North Street, Ems worth, HANTS 
T«L 02434 77613 



Large SAE fur detail* 



QUOTE PAGE 6 



ATARI 400/800/ XL 

SECONDHAND 

SOFTWARE 

AT 

SILLY 



PRICES 



Send &a*e, to 

Mike Jervis, 19 Portree Drive, Rise Park, 
Nottingham or ring 0602 274369 
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Crossword Creator is written specifically for 
the 1020 Printer/Plotter and enables the user 
to create any number of 9 x 9 square cross- 
word^ complete with clues. You may enter 
words wherever you wish. 

The size of the grid is fixed by the 
DIMensioned arrays. WD array contains the 
finished crossword and BD array contains 
only the positions of the black squares, BD 
array is also used to draw the square and 
number it automatically. It is possible to alter 
the size of the grid but it would need a lot of 
work to do so. 

CREATING THE GRID 

All input is via the keyboard. Use the arrow 
keys to move the cursor about there is no 
need to use the CTRL key. Characters are 
entered at the position of the cursor and can 
be changed by placing the cursor over an 
existing letter or may be erased with the 
DELETE/ BACK SPACE key Jf you are typing 
a word ACROSS then the delete will work 
back across the screen and if you are typing a 
word DOWN, the delete will erase up the 
screen. The SELECT key will change the 
direction of typing and the current direction 
wilt be displayed on screen. Blank squares are 
created with the SPACE BAR. 



PRINTING OUT 

Once you are satisfied with your crossword, you have 
two choices. 

START will print out two copies of the crossword. The first 
copy will be a completed crossword and the program will 
stop to allow you to tear off this copy to assist you with the 
clues. The second copy is a blank grid with the black 
squares and numbering included. 

OPTION will give just one printout of a blank grid with 
black squares. 

ENTERING CLUES 

When the grids have been printed, you may type in the 
clues against each number as it appears. Type the clue 
and press RETURN. The clue will immediately be printed 
out If you make a hash of it press START to re-do them. 
The printout will start afresh with either the across or 
down clues depending where you are up to. 

The author would appreciate a copy of any improve- 
ments to the program or crosswords created with it Send 
them to LES HOWARTH c/o PAGE 6 and we will pass 
them on. 
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Ufl 10 REM ** M*MKMMXHMtt«WMMMWH*MXMKHMtt» 
ZH 28 REM ** 162i CR05SMORD CREATOR ** 
VC 311 REN ** b» LES HOHARTH *W 
UD 40 REM »KMMHWM*MKMMWMH1CMMMMH*KM*MM* 

TO 90 GOSUB 12O0: GRAPHICS 6 

CK 180 OPEN ttl,8,0 J "P:--:0PEN «2 f 4, 0 1 :" S 

MM BD (18 f 10> , HD t9 , S J f AS COB) t A 1383 , D (3 

Ol 

MU 110 5=0 : POKE 752,1: GO 5116 1B78E GOSUB 45 

0; COSy B 168 SPOKE DL +21, Z SPOKE DL+22,2 5 

IF 5=1 THEM »20 
MR 120 FLftG=B:? ftl ; "(Vtfue, -480*I#ft BI 
HP ISO POSITION 2,28:? "TEAS OFF COPY MOU 

f IF REQUIRED,":? "►PRESS RETURN TO Cfl 

MTXNUE"; : INPUT AS 
GB 140 POSITION 2,20:? " 

"i? "► 

ii 

GV 150 G05UB 420:G0S||B 160: GOTO 928 

FN 168 ? 1tl;"tN*52*M56,-22*Cl":K=65 

AK 178 FOR 1=1 TO 18 !? ttl ; "M76";" t "; -35*1 

M 188 ? ttl; "D3?8";"V; -35*1 i NEXT Is? Hij 

,, M76 J -35"!F0H 1=1 TO 16 
KB 206 ? «l; M lf '; 41*1*35;","; -35 1? ttl; ta D"; 

41+1*35;","; -350: NEXT I:K=41:L=-35 
MM 230 ? HI; "52": FOR LINE=1 TO 5:F0R g~l 

TO 9 

JE 246 IF B»tU f LlNE)-0 OR BD (V, LINE] =2 TH 
EN 278 

ZU 258 FOR M=i TO 6;? ttl j "M" ; K + K*5 * C U*3 5 > 
; ", " ; L : ? ttl J "D" ; K +H*5+ 1 V*351 ; « , » ; L-35 ! 
NEXT H 

«I 270 IF FLA£=5 THEN ? ttl ; »K" j K*9+ (V*3Si 

; » , " ; L-33 : ? ttl ; "P" J CHR5 (HO CU f L IMEI) 
MB 286 NEXT U iL=L"35 iNEXT LINE 

JC 2<»6 AC=6?ON=0:U=l:L=-43;? ttl ; "58*1178 , - 
38*C3" 

Uli 300 FOR HNE=1 TO 3: FOR 1=1 TO 9:K=I-1 
VK 318 FLAG=G : IF BD(I,LIHE)<>8 THEN 480 
IK 326 IF BC(I-1,LIRE]=168 AND BDCI+1,LIN 
El =8 THEN 358 

130 IF ODCI.LINE-llilOO THEN 388 
348 GOTO 468 
110 358 IF BO tl +1, LINE1 =6 THEN FLAG=1:AC=A 
C+l:ftCACl=V:lF B0tI,LINE-l)=l68 AND BD 
CI,LINE+1)=6 THEN DN=0H+1 : 0 (DM3 =V 
XI 360 IF FLAG=1 THEN 390 

LC 378 IF B0(I,LINE-1I=2 Dfi BD (I , LINE'11 = 
6 THEN 466 

ZH 360 IF B0tI,LlHE+l)=8 THEN FLAG=1 : DN=D 

t(+l:DCDN)=U 
5R 396 IF FLflG-1 THEN ? Ill, "M" ; 70+KM35; ", 

";L:? ttl;"l»";V:U=V+l:BDCl,LINE]=2 
HN 480 NEXT I lL-L-35 i NEXT LINE 
ZC 410 RETURN 



MR 
MU 



DB 
Ztf 

LH 
AD 

FA 

WC 



420 FOR R0M=1 TO 3: FOR C0L=1 TO 9 

430 IF BO (COL, ROW) = 2 THEN 8DCC0L,R0H)= 

0 

440 HEKT COL : NEXT ROM: RETURN 

450 ? "N"!FOR 1=0 TO 9: FOB V=0 TO 9J8D 

fl , U) =0 : WD CI f 0) =32 i NEXT V : NEXT I 

470 FOR V-l TO 9:BD(1O,U)=160:B0(U,1O) 

=160 : BD CO , V) =160 : BD (V, 03 =160 : NEXT U 

480 POKE 82,25 J POKE 83 , 30 : POSITION 25, 



4:? 



II 



AV FUN 



BH 490 ? "| 



l E 



SOFTWARE 



f I 



FRI 



I"; 



It 



10Z0 



II 



RC55HQRP CREATOR 



L. HOHARTH 



| tl l 



DO 
NB 

IC 
BK 



J" 



POKE 82, 2; POKE S3 , 26 : POSITION 5,0: 

I I I I" 



1 I 

500 

529 

? " I I I f I I 

530 for row=i to ib step 2: position s, 
ROW:? "I || I I I I I I I" 

540 POSITION 5,ftOW+I-? 11 1 I I t I I I 
+H — |":NEXT ROW 

550 POSITION 5,17:? H | | I J | 1 \ | | 
|"i POSITION 5,10:? I « 



GU 560 POKE 03, 39: POSITION 2,22:? "30130 
-DIRECTION EEEED~PRIHTOUT" 

OA 570 R0H=l:V=l:C0L=6:X=6:OPT=l:CH=8;A$= 
"ACROSSEHsISIl " : POSITION 2,28:? "ACROSS 
■':PGSITI0N 6,1:? '^"iGOTO 810 

HV 580 T=WD( (COL/2) -2 , (ROH+D/2) : POSITION 
COL, ROM: IF TO 32 THEN ? CHfiSCT+128) 

AN 590 IF T=32 THEN ? "?" 

Z5 600 POSITION X f ¥;? CHRS CUD f (X/2J ~2, (Y* 

l)/2)) :POKE 764,255 
LU 610 T=PEEK (53279) :IF T~6 THEN FLAG=5;R 

ETURN 

01 620 IF 1=5 THEN OPT=OPT-3iOPT=ABS tOPTJ 
1 POSITION 2,20!? A3 ( (0PT*6) -5 , 0PT*6? : G 
05UB 1100 

FR 630 IF T=3 THEN FLAG=0 : 5=1 : RETURN 

EC 640 IF PEEK (764) =255 THEN 610 

PO 650 GET tt2,CH:IF CH=32 THEN CH=CH+128 ! 

BD ( (CQL/2* -2, (ROH+11 /25 =160 : GOTO 750 
EN 660 IF CCH>41 AND CH<44) OS CK=45 OR C 

H=61 THEN X= COL :V=ROH; GOTO 700 
GU 670 IF CH=126 THEN 030 
SI 680 IF CH<65 OR CH>90 THEN 610 
00 690 GOTO 750 

JZ 700 IF CH=45 THEN R0k=R0M-2 : G05UB 890 : 
GOTO 740 

LH 710 IF CH=61 THEN R0H=R0M+2:IF R0HM7 

THEN ROW=1:G0TO 740 
RN 720 IF CH=43 THEN COL=C0L~2 : G05UB 890? 

GOTO 740 

LH 730 IF CH=42 THEN COL=C0L+2fIF C0L>22 

THEN C0L=6 
TF 740 CH=46 

SJ 750 POSITION COL, RON:? CHRS(CH):IF CH= 

48 THEN 500 
XA 760 IF CHO160 THEN BD ( (COL/2) -2 , (ROW 4 

l)/2)=0 

UU 770 WD((C0L/2)~2, (ROM+1) /23 =CH 



TT 788 IF 0PT=1 THEN C0L=CQL+2 

LZ 790 IF OPT =2 THEN R0H=RDW42 

LZ 000 IF C0L>22 THEN C0L=6 : R0W=R0W+2 

AA 010 IF R0W>17 THEN R0H=1 : COL=C0L+2 : GOT 

0 800 
OP 820 GOTO 580 
PJ 030 REM «* RUB OUT ** 
RI 840 DDI (COL/2) ~2, CROU+i)/2)=0 
HU 850 POSITION COL, ROW:? "?"; WD ( (COL/2) - 

2, (R0Wtl)/2)=32 
HJ 860 IF 0PT=1 THEN POSITION COL, ROW:? 11 

■■ SC0L=C0L-2:G0SUB 890 
TP 870 IF 0PT=2 THEN POSITION COL, ROW i? " 

"SROW=R0W-2:GO5UB 890 
AF 880 POKE 764 , 255 i GOTO 580 
MV 090 IF COL<* THEN C0L=22 
OH 300 IF R0H<1 THEN R0W=17 
ZH 910 RETURN 
TH 920 REM ** CLUES ** 

IS 930 POKE 764,255:? ttl ; "t\*Cl»M10 , -340* 

I*51*A":? ttl 
OL 940 POKE 703,24: POSITION 2,13:? mV\ 

: * llf" CLUE5 ACROSS":? ttl : P 

OKE 703,4:? "*" 
NK 950 FOR 1=1 TO AC 

UC 950 IF PEEK (53279) <>7 THEN Z=AC:NEXT I 

:? ttl : GOTO 940 
MY 970 IF PEEK (764) =255 THEN 960 

tc 980 ? A (I) ;"=";: INPUT AS:? ttl; A CI); 11 

";A$:POKE 764,255:HEXT I 
«C 990 IF PEEK (53279)07 THEN ? ttl : GOTO 9 
40 

CC 1000 POKE 764, 255: POKE 703 , 24 : POSITION 

2,i9:? mnan ":poke 703, * 



OC 1010 ? ttl:? ttl; 11 CLUES DOWN" 
KC 1020 FOR 1=1 TO ON 

ZC 1030 IF PEEK (53279) <>7 THEN I=DN :NEKT 

III ttl: GOTO 1000 
5L 1040 IF PEEK (764) =255 THEN 1030 
CK 1050 ? D (I) ;"="; i INPUT AS:? ttI;DUI;" 
"J AS 

RU 1060 NEXT I: END 

CA 1070 POKE 709,12 :POKE 710,244 :POKE 711 

, 74 t POKE 708,170 
JV 1080 DL=PEEK(560)+256*PEEK(561)+4 
UT 1090 POKE DL+21,G;P0KE DL+22 , 6 : RETURN 
AN 1100 FOR 1=8 TO 0 STEP -1: SOUND 0,73,1 

0,1: NEXT I: RETURN 
PN 1200 ? "*" ;FOR 1=0 TO 63 
PU 1210 READ A 
EF 1220 POKE 1654+1, A 
FC 1230 NEXT I 

NT 1240 GRAPHICS 17 2P0KE 708,44 :POKE 709, 
200:P0KE 710,148JP0KE 711,60 

OZ 1250 POSITION 6,6:? tt6 ; "THE r!-S";P05 
ITION 2,8:? «6| "CROSSWORD CREATOR" 

EP 1260 POSITION 3,10:? tt6;"by 
□" 

AO 1270 POSITION 3, IS ; ? HG;"T3 

IE" : POSITION 7,16:? It6;"| 
NT 1280 X=1ISR (1664) 

continued on page 
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Hardware 



Hardware add-ons for the Atari have been law and far 
between in this country with little being imported tor fear 
ofincompatiblity and little interest being shown by British 
Co tinpanies. Suddenly, a new company. W.E. Electronics 
has produced four add-ons for the XL computers with the 
promise of more to come. So far produced are a cassette 
interface to allow ordinary cassette players or hi-fi decks 
to be used for storage, a printer interface, a speech 
synthesiser and a 32k RAM expansion for the 600XL 
Let's take a look at each in turn. 
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CASSETTE INTERFACE 

The unit is quite compact and plugs into the serial I/O port of the 
computer and then, via a choice of leads into either a standard 
portable cassette recorder or a Hi-Fi stereo recorder with provision 
for remote control of the cassette motor if the recorder allows this. 
Programs can be loaded or saved in the normal way and the 
unique Atari 'sound track' facility is retained. Using a non-Atari 
recorder means that you will initially have to experiment with 
volume levels to ensure successful recording but once this has 
been mastered, the settings can be left or noted for future use. 
Good results can be obtained but the use of a non-Atari cassette 
does tend to be a bit fiddly, Obviously the unit is aimed at those 
owners who have had troubles with their Atari Program Recorders 
(and there are many) who will no doubt be willing to put up with a 
little more inconvenience in order to successfully load and save 
programs. The price is £19,95 which is perhaps a little h=gh and 
you need to specify which type of cassette you intend to use 

PRINTERFACE 

Interfaces for printers are generally very expensive so this one at 
£33.95 may look attractive. Again the unit is very compact and 
plugs into one joystick port via a very short lead with 2' 6 M of ribbon 
cable to the printer. The design works wet! on the XL models 
although it is difficult to use on the 400 and 800 as it sticks out at 
the front of the joystick ports. The main drawback to this type of 
printer interface is that it is software controlled and requires to be 
booted each time it is used. A boot cassette is provided for this 
purpose although the full source code is provided both in the 
documentation, and on the cassette enabling anyone familiar with 
machine language to amend it for disk use or, more adventurously, 
use the interface to drive other devices. The interface works well 
with all the normal BASIC print commands and is a full 8-bit 
allowing graphics dumps to be performed on a suitable printer. 
Whilst it is compatible with AtariWriter there would be difficulty 
using it with a printer driver which itself needs to be booted up for 
use. If you have a limited system and cannot afford the price of a 
printer and an interface, the Printerface would no doubt suit you. 
The penalty for the saving in cost is the inconvenience of booting 
up each time and some limitations such as mentioned with 
AtariWriter but it should provide the means to access a printer at 
about half the cost of a normal interface 

SPEECH SYNTHESISER 

Speech synthesisers for 8- bit micros are not greatly sophisticated 
and require considerable programming to be able lo achieve good 
results, They are however great fun and you can spend many 
interesting hours perfecting programs, trying different spellings 
and timings to achieve quite good results, The W.E.E. synthesiser 
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is all op ho iiu based which mean that it produces individual speech 
sounds rather than full words and therefore has an unlimited 
vocabulary 1 . All you need to do is string different sounds together 
by poking a couple of locations with a number which represents a 
particuar sound. You need to understand the construction of 
speech and a comprehensive set of notes is provided for this 
purpose. These need to be read fully and then kept for reference to 
get the best results from the synthesiser. A cassete of demo 
software is provided which includes three programs which can be 
listed out to show you how to write programs of your own. The first 
program is the complete alphabet The second is a demonstration 
of words and the third a simple childrens game of guessing 
numbers. The speech on these is quite recognisable but could be 
improved with further programming. 

[ tried the unit out with a ready made program allowing 
sentences to be typed in and found that the results were good 
although words occasionally needed to be spelled in a different 
manner, for example doubling or tripling letters for the correct 
emphasis. Thiscould however be incorporated in the program and 
the right combination will be found by experimentation and 
practice, 

^ Many people think thai you can buy a Speech synthesiser, plug 
it in, type a question and get an answer! It is not that simple and you 
do need to know how to program (not necessarily on a complex 
level) but, with patience, the W.E.E. Speech Synthesiser will give 
you hours of enjoyment The unit works well is adequately 
documented and is a cheaper alternative, at £38.95, than those 
originally available from the U.S.A. Perfect for the late night 
compulsive programmer who gets a bit lonely! 

600 XL RAM EXPANSION PACK 

At last a RAM expansion for the 600XL which is cheaper and, 
hopefully, easier to get hold of than Atari's own. Not much you can 
say about a RAM pack except that the unit is fitted upright instead 
of out flat which makes it more compact and that it works well as a 
RAM expansion. Note the word expansion for, unlike Atari's 64 k 
module which is a complete 64k memory, the W.E.E. RAM pack 
a dd$ a n ex tra 1 6 k < j r 3 2 k Wh at this mean s is tha t so m e ( a ve ry few) 
programs which switch out the XL operating sytem will not run. 
Fortunately these are quite rare and you may not have any 
problems. If you write your own programs or use magazine 

continued on page 35 
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IVhen All Flse Falls 
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Screen Color 
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Col outflow 
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ISSUE 13 - A FEW COPIES ONLY LEFT! 



Issues 1,23.4,5,6 SOLD OUT 

Issues 7 - 8 £1 .00 inc. postage 
Issue 9 onwards £1.20 inc. postage 
Overseas readers please see page 3 



Now Available! Superb binders to keep all your 
copies of PAGE 6 in ml at condition. Each binder holds 
1 2 issues securely and safely. For a limited period each 
binder will come with a comprehensive index to the 
first 12 issues of PAGE 6 completely FREE! Turn your 
PAGE 6 collection into a permanent reference 
collection, 

Binders £3,95 each plus 3Gp p&p, 



DUST COVERS 



Don't risk a breakdown of your precious equipment 
through dust and dirt or spilt coffee! Protect a]l of your 
equipment with a custom made dust cover. Natural 
PVC with a brown trim * easily folded away when your 
equipment is in use. Easily fitted with all peripherals, 
joysticks etc. in place. 

400/800/600XL/800XL 

410 Old Style Cassette* 

410 New Style Cassette 

10 10 Cassette 

810/1050 Disk Drive 

1027 Printers 



£2.95 
£1.95 
£1.95 
£1.95 
£2.95 
£3.95 



*old style does not have a pause button. 

Also for all popular printers (normally £3.95 for small/ 
medium size and £4.95 for large printers). 



DISK/CASSETTE CARDS 



Keep track of your 
programs easily and 



Disk insert cards. 
Pack of 25. 
Cassette inlay cards. 
Pack of 25. 



£1.00 each pack inc. postage, 



THE PAGE 6 LIBRARY 



Available to subscribers onl±\ the PAGE 6 LIBRARY 

is a fine collection of Public Domain programs from 
around the world. Hundreds of user-written programs 
(including machine- code) at very little cost, Available 
on disk only. Send a stamped addressed if you have 
not had current details. 



ORDER ALL ITEMS ON THIS PAGE FROM 
PAGE 6 MAGAZINE 
P.O.BOX 54 T 
STAFFORD 
ST16 1DR 

Please make cheques payable to PAGE 6. 
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Harvey Kong Tin was a regular contributor 
to PAGE 6 before he moved back to New 
Zealand He has since sent in many fine 
examples of Atari graphics using all 
different utilities. This picture entitled 
CALLYwas drawn with Atari Artist and the 
Touch Tablet 



Another picture from Harvey Kong Tin this 
time using Prices Color Picture Painter from 
Antic magazine Harvey considers himself 
more of a graphic designer than a 
programmer qnd has sent in two complete 
piayfieids for a scrolling arcade game in 
Antic modq/4, He would iike to enter into a 
partnership with a good programmer If you 
are interested write to Horuey c/o PAGE 6. 





Highland by David Encill of Birmingham 
started off as a doodle on the Atari Touch 
Tablet before growing into the picture here 
David has also had great success in using 
the overlay on the Touch Tablet to produce 
pictures from photographs. 
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ATARI BOO 4BK OUT OF STOCK 

id wpc 

J 400 1 6K NOW ONLY £29 





SEE TEXT SECTION 2. 



400 16K GAMES MACHKNF 





ATARI 1011 





£34 




1050 127K DISK DRIVE 




1020 4 COLOUR PRINTER 



\ 




-ETTER GUAUTV PRINTE* 



EM9 



UC.H iJtllllT 




£4-9 




B 



TRAK 6AUL 



£19.95 




SUPER CONTROLLER 



THE NEW ATARI 

A64K 

800XL 
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EVERYTHING YOU WANT FROM A HOME COMPUTER 

1. ATARI G4K SOQXL - £12*; The Atari KXJKL has many faciiilws and includes such advanced spL^ificaSions that you will bt- ama/cd by Us 
performance. M Ihe new reduced price- of rjnly £129 inc VAT 'yr a f u s| ipecilicatiyn £W computer wilh a pruper fuJl sKoke he v bca-J wm 
bu\mvti !h;ii i- 1.- 6CO*L cannot be beaten. Compaq Atari wilh the compel in. on . | JS 1 ooh al l^sr- spocificationa:- 

™?^™^™™ E ? J ^55!?^^ 16 inbsra,|iei 9 mn 9 r" 1 ^ (JiMtf-cnl eqIdlu or ihe S5fi cuiairs -;n r* delayed tit IN; lame buna). 
OPERATING SYSTEM: 2*K ROM including Alan Has.c 0.O&ianirnin B langung? arid a naif diagnosis last prOpUm 

KtrHOAHD: I- .ill strrAn nMipn *.rh 62 ^a infiludinp help key and 4 B&tfuial 1uncr+r>n ki^a. i.Me-ialiunal character set and 29 graphics keys 

gWWi 4 in«^isd«ni auund av--.?he=i= E rs each cjpabln ^ prusu^ng music ac^oae a 3 v. Octave r,ar>ge pr g ^d* *ariely cH special Kwnd nfrsctt |A.Jdiliunal 

P'-jgrarnrning can achieve- nn wtmw range Of up l£n rune octaves' | 

DISPLAY 1 1 graphic frnXlfi and E- Ik.* I modes Up la 320*192 resolution, Maj.irnurn ta*1 tj^jHay 24 Unas tw 40 Column* 

SPEC^i ATAAI iNTEtiHATED CIRCUIT* STIA Ho-Qraphic* display. R>* y rorvuund and confer port* An*ic lar scnim oonlrol Hd l/D (Inpul/Oulpull 
CPU: J j!:Ua J t, ti r.ropn)C«E<OT - '3 50 fflicraiecoixl cvule a.nd a -.-.Inch apaed ol !., r a M^j 

EJCTEHO-ED- GRAPHICS FUNCTIONS: High rc 5 i?lu1lon graphic*. Mulr.i-calc.ured charade* set SaM^«e scr**. twitching. Mulkp* redihned dWKta srs 
Player hissi.c Isprilc.i S .raph ; c.s Fine SCTOn acr& Imn ^ -ia ngc.it o cc-lou- registers. Smor>lh ?.hf..d.::|ei muvcric-n:. Sirnplg .rsnlouf di:.'iual^-n Uci M ns 
PHOQRAHMING FEATURES: Builr. n Alav Qasic prr>g rammir, fi . la iyuagi; suprar-ma p^ek. pi^E ard i^H r>l-.s aI leaai 6 alner lanquna^ ^.■nil.sh* Thn I ■■In 

«il: prsi-de additiorjl 'nlarmatiDn n.id Tifir,. wraen* wilh curtain aaf1v.ara Fu-I an-scrcmn Aifrling 5. a-ailatjle as «cll an synras <:hA. ,i..n L v, tfn iry 
INPUT/OUTPUT: r-.lcrnjil procet»r bu4 "or expansiDn wilh mcm^y ariifl periphery c;on-,p^aita >idec mcnitiv r,.irpuC PeMpheial ucr* fi" r.irnrl mnn*f.lmn 
■:■ Ai.-in : .;aridard ytinpiieruls. Soltwarc- carlTngr? slor 1$ included as -well ns ? K>ysliCk Lunlrallor parts. 

SOFTWARE: -LJiMir 1,500 item* or aoftwa^e ar« dvuilabte knclud^ng sell leatihinp pragra.Tis *.|h uriinu*; voice Dver Ihfl r^n-ge Ol ilrrjararns incluMs EdiJCflllnn 
Homa MarHasarriant & Programming a.ms Ihn.-c «r, also AFX lALari Pragrarn e^hariflu) and or wi.w A 1S - a fariuL* cr l^a-nrn^m soll^^.e now a^ unly 
In arid lianlhnrc.;; a hc*i :>1 a^spon a id lelp availab* from apacialial Alari magann^ In a A/Hil a id ^.na rqjar.n lfomovef7&Aia?i bix]Ki.-rnani.ils 

2, ATARI ^Ofl IftK GAMES MACHINE - £29: Wrj hayg several A1ai-i 4O0 games conaol«5/<;cimputBr& wi1"i 16K n AM. The p^ice is £ag 'loi 1 
recr;>iiditiyni-d modiclj r>r .£39 for a new machine. Boih. come wim 12 morHhp guarantee. Tr-e Aiid.-i ^fiO can play all 3DDXL ROM cirtffrJgi 
games a^d is expandable up lo 4-BK RAW Computer upgrade wd.h 8asic Prog ramming Ki1 (£30) optional ealrs 

a. ATARI 101& PROGRAM RECDHDER - £34: Tiir lyw MS 1 storage an^ rclneval capabilily Daly iransmission EXX) baud. 5iyr;i S * capabimy 
1-JJK byies on a sixty n ir-uti: n:iy5i.-nv TracK con'icju ration Icjur 1rack, 1«c- thynnols 1 dig tal and audio;. Auto record.' play oa ck.-Mut*- 
i.::.3ri 1 nji .'unique soundl^rough facillly. Bum m accidcniaJ erasure pr«vi.;n;i<3n. automatic ahulnll ;md 3 d»flrt tape counlei- 

4. ATARI 105© DUAL DENSITY DISK DRIVE - £199: 5V disks holding 127K imnoomiy accessible byies provide bolh expanaion »Ad 
ricMi&iiny to? your 4UU,aurj or XL system wilh new helpful " DOS 3. All c jslorcers w r :j purchase a DiEK Drive rrom Silica Shop will be 
automaticaFly given a r.^EH sni n J i00 programs on 3 DiskM mcrjfded on bol,'- Hides 

5. ATAfil 10ZD COLOUF PRINTER - £59; Printer anC Plotter wilh 1rjur colour graphic prinl capability 40 column widlh printing a1 
Characters p*r sccor>d Can P fir>t 5, 10 arvd 20 characters per inch. B4 chd meter srzes. Prints texl in 4 rlirrci^-s Choice cl line ty F ;^ 

6. ATARI 1D27 LETTER QUALJTV PRINTER - £^9: For word processing Ie11e^s in prr^Uhss.o'Hal t/pa. Prim speed c-r 20 chars per second. 

7. ATARI TOUCH TABLET - £AS: Er.abies you trj drgw and pa<n1 pictures on your T.V. screen, wiih the 1ouch ol a alyJuj. 
A. ATARI TRAK ©ALL CONTROLLER - I19.B5: Enables cursor movemem in any direction and adds arcade realism to your gam<-s. 
6. ATARI SUPER CON TRQLLER . £&.«: The uhrmate |oy&1 ick wt! h double fire button tr> giye you a greater compeiM e dgre m your gemea. 

SILICA SHOP ARE THE No1 ATARI SPECIALIST 

3ihca Shftp are- nnw ^irmly established as the No 1 Atari retail/mail order and wholesale spflciaMsl m ifte U.K. We already Oilor o-ur sefvioe 1o 
over 12G.D0G customers, lO.ODD or whom hav*.: rurchased Atari Humn Computers. Because we: specialise ^and w»th a lurnover 01 £.1 & 
million^ we ar^ able lo- keep prices low by bulk purchases. Ring c*ne of our 45 starr «nd we will be glad to be of service lo yeu CompietB 1he 
coupon beRsw and rt* will send you our Al^ii pack wilh our 16 pay*- price hs1 a"-d XL colou- c;il;ilt>gue' 

EXTENDED TWO T EAR GUARANTEE VW« ^ia an Ai.an Sfvcc Ccntrn, ahla to service antf repair Alan eguipmani and have added a 1 7 mpnlh guarantee 10 the 
year ■D^terad by Aiari, ^rmig you a Tul £ year guaranhen gvi ynur .new XL ijompuler 

SPECIALIST 5UPPOHT: Cif l^hn^el Blaf< a^e always ava lahle an In? jaiephani; to lelp arrj a^J-dise yOu We endeavour tp inlrt srockg Ol every Alari 
comparib^a Heni available in Ihe U.K. aM wc slack avc- r V5 Ar^ri bookt- and mar ua.K 

AFTEH SAL E S S-ERVICE: W^en y oy purchaae -/dur enujpmerU Irarn gil.ca. your name will ha ? 1 Jlemalically added La our ma Hme hsr You wiU tfiee ^eirt price 
l«att. newai»Hara ena da?ail* d new releases and davnlgfl mania, aa well as laecinl nMars Which are exclusive to Silica Alari COfflpuler Owntrs. 
LDW PfllCTEa: Our pflcea include VAT and are H3s!ri;me!y cnmpfihli^e We will nbrmally malch pny lower pi ice oRered by our campa-IILw 
FREE. COMPUTER OWNERS CLUB: Thig it open 10 dl! A la- cLinipuler avinn/s irrespeel _ J whern you purrjhsaed ydur euunpmenl Mamb^rshlp 4 FHEEsnd 
arii.lle^ you 10 -ece QuMeiina ai vnq delails C new ralna^ And K.i'alrjrjrnKnIs Send rr,* rrjr your FREE intarmalian pack, price 11*1 A colour dialogue. 
PAVMENT: V/c a^r& p1 ^nsh, ^haguaa. pM«fil ordera enfl all Credit Cards Wa also Clrer cradH facilrtiosi r>Mer 1,2oOyea^ pleasa wrilcfora wrrl1rjflquolal<}n 
NEXT DA^ 1 DELIVERY - FREE: All gaact rJnsp^bcbed rr-rwn Silica Slap are nDrmally gant by 1irat class poU orparcor prjsr FREE OF CHAR GE As a special irnraducKjfy 
otrar tar a JimirerJ pflrtod only ** *'H be 5an*hg all Campulert and Di*k Drivea by a nexl day S*CUrHcor delivery aervice al our own »perk«e. 

So rill In lh* coupon below uitn t Nltralure wr>qupry or ordef and b*gin to experience a specialist Alari service Ihal Is second tfl none, 



St LIC A SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1t11 

ORDER NOW- OR SEND FOR A FREE COLOUR BROCHURE 



To: SILICA SHOP LTD, Dept PSIX 03B5, 1-4 The Mews, Hatherley Road. 
Sidcup, Kent DAM 4DX Telephone: 01-309 1111 

UTEHATUflE REQUEST: 



□ Please aend me ycur FREE colour brochures an<t 16 page price Nat on Alari Computers. 
F own a VprJeogsme D | 



own a 

Ur/Mra/Ms: 
Address: 



own a 



Compuler 



initials- 



Surname 



Poslcode: 



ORDER REOUEfr 



PLEASE SEND ME: 

□ eOOXL «4tC Computer . 

□ JQQ 1EK Games Machine 

□ 1010 Program Fteoomder 

□ 1050 127K Disk Drive . . . 



. . £129 
. ... £34 



1{J2o 4 Colour Primer . £99 

Le11er Quality Printer . . IZ4S 

Touch Tab lei- Carlfldfle £49 

Trik fiall £19.95 

Suppr Conlrolier £9.9r; 



ALL PRICES QUOTED ARE INCLUSIVE OF VAT - POSTAGE a PACKING IS Pffi QF CHARQE 

I enclose Cheque/P.G. payabNs to Silica Shop Limited 1ur Ihe loliowing amounl L 

CREDIT CARD - Please debll my: 

ALLiiHs/Bardaycard.'ViM.'Amnrkjin Expr^s^.'Di ner* Club Card Number 



English Software's 

E.S.FORTH 



FORTH is an increasingly popular language, and 
E- S. FORTH is one of several versions available for ATARI 
computers. It will ran on400 1 800 and XL models having at 
least32K Cassette and disc versions are available, and both 
are very good value. 

Operations are carried out in FORTH by executing 
commands, known as <r words'\ Every version of FORTH 
contains a 17 dictionary" of these words. A FORTH program 
is written by defining new words, which are added to the 
dictionary, to perform new functions. This is done by writing 
chunks (or ' screens 1 ) of source code containing the 
definitions, which are then compiled into the dictionary. 

FORTH is a structured language, in that the program flow 
is not controlled by jumping between numbered program 
lines, as in BASIC This forces the programmer to think 
more carefully before he starts writing his program, and 
results in the program being much better organised. It also 
means that it is much easier to keep lots of different program 
utilities which are loaded in at will without worrying about 
conflicts between line numbers, 

FORTH is claimed to have a number of advantages over 
BASIC especially that of speed. It is indeed much faster 
than BASIC but this does not mean that you can use 
FORTH to write arcade-quality programs with the same 
ease as ordinary BASIC programs, [f neccessary though 
you can speed things up further by using machine code 
routines. FORTH is much more versatile than BASIC and 
allows the user far more control over what is happening 
inside the computer. For this reason I find it a much more 
pleasing and interesting language to use. 

ES. FORTH is based on a standard called fig-FORTH 
but claims to have been internally optimised for speed and 
efficiency. I tried a few crude bench tests and found that it 
did indeed run noticeably faster than two other fig-FORTH 
based ATARI languages The version of ES FORTH ] tried 
was cassette based. This reduces costs when compared with 
cartridges, and renders it available to those users who do 
not have disc drivel However, like all RAM based languages a 
program crash often means switching off the computer and 
starting again from scratch, which can be time consuming 
when you have to load the language off a cassette. 

An area of RAM is set aside to simulate a disc, and 
contains a number of screens into which the user can write 
source code for his FORTH program. The size of the area 
(and hence the number of screens) is set by the user at the 
start of a programming session. Screens are written using 
the ATARI screen editor, as in BASIC, except that the user 
must remember when altering a line to insert <J P' between 
the line number and the lines text. Otherwise strange things 
happen. Other editing facilities are also provided, these are 
standard FORTH editing commands, although in E,S. FORTH 
they are permanently resident and operational, which is not 
usual. 

Once the screens have been written they can be stored 
individually or as a set on a cassette, and can be compiled 
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into the language's dictionary to enable the program to be 
run Five screens can be simultaneously stored in a 32 K 
system and still leave room for a complex compiled 
program. More screens can be accomodated by sacrificing 
display and/or dictionary memory. However this is not 
neccessary if you are willing to write, your program in 
separate sections which are successively retrieved from 
cassette and compiled which, with a little thought could be 
done automatically. 

The basic dictionary of E.S. FORTH contains nearly all 
the standard fig-FORTH commands. Those that are missing 
relate mainly to the use of discs. It should be noted that one 
of the beauties of FORTH is that in principle adding new 
words, for example to make up for omissions in the basic 
dictionary, should not present problem^ so long as the 
functions of the words are understood. 

The E.S.FORTH dictionary is also well-stocked with 
commands specifically for the ATARI These are mostly like 
corresponding BASIC commands. They include I/O words 
such as QPER CLOSE, PUT, GET graphics words such as 
GRAPHICS, COLOR PLOT. DRAW, as well as other types 
of words, e.g., STICK SOUND, etc. There are however a 
number of commands which do not have BASIC counter- 
parts. There is for example a very useful PLAY command, 
which is like SOUND except that it has a time parameter, so 
that the sound stops after a preset duration. Processing 
continues while the sound is playing, 

There are also commands to make it much easier to 
design and use custom character sets, but the most useful of 
these extra commands are the Player- Missile utilities. A 
single command sets up the registers and allocates screen 
memory. Other commands are provided, e.g. for defining 
and switching between player shapes (to perm it animation), 
for moving the players and missiles, setting their colours and 
widths, etc. Controlling player movement in response to a 
joystick is made particularly easy. Anyone who has tried 
writing even simple Player-Missile routines in BASIC will 
know how tedious this can be, especially if you have to 
resort to clever little programming tricks to get the players to 
move quickly enough. Having a language that can handle 
this for you makes a very pleasant change, and for this 
reason alone I would recommend E.S.FORTH. 

Some versions of FORTH are provided with an assernbier. 
which enables new words to be defined in machine code to 
increase speed, but unfortunately E.S.FORTH does not 
have one. Instead it is possible to run the language with the 
ATARI ASSEMBLER/EDITOR cartridge in place, and 
switch control between FORTH and the cartridge. This is 
useful in some situations, but makes saving and loading 
FORTH programs written partly in assembly language 
awkward. However, some public domain assemblers have 
been written in FORTH and the interested user should be 
able to get hold of a source listing without too much 



cu 

A more serious omission is the lack of any command to 
allow the FORTH dictionary (including any new words 
which the user has defined) to be saved on cassette. This 
means that every time you wish to run a program or utility, 
you have to load the language itself and then load in and 
compile the source code (Le, the screens), which could take 
a considerable time, particularly if you have several different 
utilities which you want to use together. The experienced 
user would find a way to solve this problem, but for the 
beginner it could be a real nuisance 

The documentation supplied with E,S. FORTH is not and 
does not claim to be, adequate for the? beginner. No attempt 
is made to teach FORTH and as this language is so different 
from BASIC, especially in its '"backward" looking syntax, 
the novice would need to buy a suitable book. As E.S. FORTH 
is so cheap, this is not unreasonable. Much of the book 
su p plied witl] E. S. FORTH is taken up with a reproduction of 
literature issued by the FORTH Interest Group, including a 
glossary of fig-FORTi 1 words and a L1 model" which explains 
in detail the inner workings of the language and which 
would be useful (and comprehensible) only to the very 
experienced user The rest of the book contains enough to 
explain those features specific to F.,5- FORTH, and includes 
short programs to demonstrate the Player- Missile utilities. 

Anyone who likes programming but only knows BASIC 
doesn't know what he's missing. Even ignoring the useful- 
ness of the FORTH language, just learning how to use it and 
what it can do is fascinating. If you are interested in 
computing, rather than simply playing games you have 
bought then you can't fail to get excellent value by buying 
E.S. FORTH. 



POOLSWIN 

THE ULTIMATE POOLS PREDICTION PROGRAM 

* MASSIVE DATABASE PcwLswimwi U d aophliltoiled Pools 
□redJclinn aid. It comeB complete WLlh [he lujg«s1 dnlabn.^r- 
avaulahto- 33000 matches over LU years Thn dsriahflsq updates 
jutomAbcaJly-a&resiLlic; ujtwy in. 

• PREDICTS Nol iuat 5COREDRAW5, but AW AYS, HOMES 
and NO SCORES " 

* SUCCESSFUL BELEC maianlw lhat FoolswiJiJiei parfarma 
iigntfVmntlT better than chance. 

# ADAPTABLE fjuL-ibiLilJCK arc giver, nn evgjy future 
choose as many snUxiKTRS as you need (or your Her. The 
precise prediction formula can be s« by the user you cm 
develop and tesl your own umcpie method. 

* SIMPLE DATA ENTRY All English and Sccftiflhtoani names 
■re m the program. Simply type in Hie reference numbers from, the so-sen Or use F1XGEN 
Co produce future lisi automatically (see belu-w; 

• DISC-'MICRODHPVE COMPATIBLE All versions (eiccpi Apple and IBM) are auppbed 
on tape, with simple instruct iuris Tor cenvgrsion lo diK'rmcTodirveopeiaoon. 

{This aeasona teaulis are supp Jed wii r i Kr- pa -Vage so thai predictions can star* jmrnediately :■ 
AVAll^BLE FOE Spectrum i^K), Cutrimodare H, VIC 30 ( - 16K), AM5TRAD 
GPC 4€4, BitC B. Aiaii tfEE), ZXB I ( ISK), Drarxon, Apple II, IBM : _. L - 

PRICE £15.00 f all inclusive) 




ULS ITU CTitl'J i hfrifc/rf 



* COMPUTE-A-WIN * 

USE YOUR ATARI 16K/4BK TO SELECT WINNERS 
ALL YEAR ROUND 

2 COMPLETE PROGRAMS FOR THE PRICE OF 1 

Side A - FLAT RACING 
SIDE B - N/HUNT RACING 

Each program covers all track* in England & Scotland. 

Each s&elf contained program allow* choice of 

1. QUICK selection - using any daSU newspaper 

(nn racing knowledge required) 

2. SPECIALIST selection ■ using information ojuen in a pop- 
ular "Racing" paper e,g. pa* t form, weight carried, draw advan- 
tage, trainer/jockey ratings, speed raring* etc h etc 

CASSETTE ONLY *™ : 
£6.95 



LOW MAC SOFTWAHF 
4 CROWLEY GARDENS 
BLAYDON ON TYNE NE21 SEJ 



Hardware from page 30 

proyrams you should never have any problems and the over- 
whelm ing major Iiy of cotn mere lal software will be alright. We have 
had ont> attached to a 600XL for a couple? of months and it has 
performed perfectly. You still gel l he same amount of user RAM as 
on an 48k 800 or an SO0XL Prices are £52 for a 16k expansion 
(which may be upgraded) or £66 for a 32k pack. 

Further details of these products can he obtained by sending a 
large &ae. to W,E. Electronics. 19, North Street Emsworth. 
Hants 

NOTE Certain prices have been reduced since this 
review was prepared 



A ■ m AT LAST: Nr. rr^r? StrJCTgdriQ lor hour:; \r. the 

r X liT fU Hu/h B;irtM " Ma m1c > 1he conipuier. riXGFN has been 
1 lilWIjl l UTj W pioqj ijiijned with all English aivd Scoctiflli 
futures for 19G4,'5. Simply i/pr: in tr» date, and the hili tuttiue lisi is 

qeji^Jdled it. KucniirL 1 ;. Fillip CC-TO Edible with FooLvwnnnr::- 

POOLS WINNER wllll FIXCEN £16.50 {all inclusive) 
Fbcgen alone £5,50 



COURSEWINNER 

THE FtJNTTRS COMPUTER PROGRAM: 



CoiifSeWLnjier j:; dnrr-rmecl [o 
V3 ■ Uqw (Q develop and ifcii 
your owri Qtuque winning 
system, r/sang information L-om 
daily newspapers or "Spoiling Lite thn mnst irrponant U<r.oi s l- jji be input ^Tid 
analysed. Tlie program i^s applied with a daiabase deiading bnst trajnera arid 
jixrjfflfys, and effecr of the didw Icj ^1. StielsK doutsas (Flai & NatL&naJ HujiJ!.) 
AVAlLAiLK FUR Epo^Hiwri (4flHQ. Cofrurradora tH, 1BC (&}., ticiqon, Aiwi IMK) Applc-H 

PRICE UZM (all inclusive) 




AVAJL/lBLL (RETirRN QT POSTj FROM 




ES 



ph^r^i £4 his JJ( \\ phgne 34 hrs 

37 COUNCILLOR LANE, CHEADLE, CHESHIRE. © 081-428 7425 



P. F. SOFTWARE 



for ATARI 400,600X1,800 ,800XL 

ART ATARI (16k). Crtatt gnip>s]c ma^ierpiec^s with your Amn 
Up to R0 diifer^nl colours can be displayed at once. Us^s Hi- Res 
graphics mode 7.5. Pictures can be saved to tape for re* display. 
Defnonslrahon pk:1 u rp -\m jvi d e d £4 5^ 

B LAC K J AC K ( 1 6 k) . 1 >aru res realisEic J 3i- Res card display. Can 
you break the bank? £^ 5Q. 

PICTURE PUZZLE (32 k). Watch the picture jumble itself up. 
Can you recreate the original picture' 7 Two Hi- Res piclures lo choose 
from. Original picture can be recalled whila solving the puzzle. 20 
difficulty levels. £3.50 

PICTURE TORMENT (16k) Even harder than 'PICTURE 

P(JZ2LE L . The picture is split into horizontal and vertical columns which 
are rotated L, Rubik style". It is th^n up to you to sort it out' Single or 
d:mhh' cnlumn (very difficult) option. Original picture recall. 20 different 
levels. Includes bonus program to design your own pictures for use in 
the puzzle. £3.50 

* NEW * NEW * NEW * 

FRUIT SALAD (1 6k) Another program to puzzle over. 
Master mind lynf ijrime using colourful graphic FRUITS' (what else') 
Inslead of boring p^us The various game options make this a challenge 
for adults and. with the fun. graphics and Tulal Joystick Inpuf, an 
inslructive entertainment for younger children. For I or 2 players. 

£3.50 

ALSO AVAILABLE - THE '16K TAPE.'. One tape 

with ALL 4 ( 1 6 k) programs £H T 00 



Cheques and P.O/s to 



Prices Include p&p. 



P.P. Software 
14 Kirkstall Avenue 
Little borough 
Lanes OL15 9JA 
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flagiral Electronic derbies 

ATARI 810 and 1050 DISK DRIVES 

AUTOTECT MODIFICATION 

Consists of a small circuit board and small bo*. Features - 

1. Write on r-euer&« of disk without cutting 
notches. 

2. Provide write protect without la he I l 

3. &10 version quietens drive down, 

4 . Hi. Us in g Red/ Giree n state in d Icator. 

£17 inc. STATE WHETHER Si 0 or 1050 

SPEECH 

This unit plugs into the Joystick ports 1.3 & 4 <m 400/300) 
Feafures^ 

1, Bulit In speaker 

2. Volume control and busy LED, 

3. Unlimited vocabulary (allophone synthesis] . 

4, Also work& on XL 

Supplied with demos and word construction program. A 

manual is also supplied. 

Please state whether 400/800 or XL and whether disk or 

tape. 

£33 inc. 

Elephant Disks SS/DD - Box of 10 ■ £20 inc. 
Send large llc fpr details of the above and other item* 

Magical Electronic Services 

I4 r Durham Close, Little Levei, Bolton, J3L3 1 XA 



High Quality -Low Coat 

SOFiOWsoFtwore 

162 Leicnsier Road , Narbonxigh, 
Leicestershire Tele (0533)863310 



ATARI 400,800, 
60 OX U 800 XL 



« WHY NOT... 

dHST Learn with your Atari ? 

Your Computer is a superb Teacher look at our 
range of EDUCATIONAL SOFTWARE 



£ 9-50 

m 

rune programs 
four programs 
With voice soundtrack 



SOFTSWOT 

MATHS I - GEOMETRY 
ENGLISH 

C Level revision/ learning aid. 

TAR (TEACH £6 . 5Q 

GEOGRAQUIZ I Great Britain & Ireland 

2 * United States of America* 

3 - Europe 

4 • Asia 

HISTORY MAKERS Learn the famous names 

FAMILY r UN £ 6 50 

DOODLEBUG Drawing fun for ail ages 

4 LETTER WORD "Mastermind" type word game 

Write or phone for further details , 

AN*»m« ar-e BV «il*H> on casieict rj#i! y and require 16K Flam and BASIC eartridrje. 



Fre* pOiE and fucking. Tr&ite enquiries wm r.amr 



J 




MATHEMATICS FOR SENIOR SCHOOLS 



by Barrie Alcock 



PROBLEMS WITH MATHS J 0' LEVEL ? 



Our new Maths '0' Levef course for the Atari Computer will aid you in passing 
your exam. We have brought together a complete 5 year maths course as taught 
in Secondary schools. Not just a revision program but the whole course with 
problems, solutions, HELP pages and percentages and timing on tests. 

There are 5 modules available on both cassette or disk for any 48K Atar 



I computer, 



Year 1 - 4 cassette £ 9.95 each - disk £ 12.95 each. 
Year 5 Revision cassette £ 9.95 each - disk £ 12.95 each. 

NO TEXT BOOKS NECESSARY: All programmes are completely self contained 



WRITE OR PHONE FOR MORE DETAILS TO - 



DEALER ENQUIRIES WELCOME 



THE SOFTWARE FACTORY 
31 STONEYHURST ROAD 
ERDINGTON 
BIRMINGHAM, . 
(021 ) 384 5080 



THE SOFTWARE REVIEWS 



JOUST 

ATARI 
16k ROM 

Joust is a direct copy of the arcade 
original complete with lava troll, 
pterodactyl and all The game has a 
mediaeval feel with the player 
finding himself riding upon a flying; 
ostrichf!) and jousting against other 
knights. You must attempt to knock 
the other knights off their mounts by 
bumping them from above. Pressing 
the joystick button gives you flight 
while the stick gives you movement 
Easy? Not quite, for many different 
things hinder your progress such as 
floating platforms with which you 
often collide. Sometimes when you 
dislodge a knight he leaves an egg 
behind which will hatch into another 
knight if you don t quickly run over it 
Other enemies include a lava troll 
who tries to grab any low-flying birds 



and a pterodactyl who does its 
utmost to eat you. Only the 
pterodactyl can be destroyed by 
bitting him directly on the head with 
your pole. One final hindrance is 
that you move with Newton's Laws 
of Motion Le you cannot stop dead, 
you have to decelerate and 
accelerate. 

On power-up a nice title page is 
shown with the top half taken up by 
the name written in the same style as 
in the arcade. The lower half is in 
Graphics 0 and gives you details of 
copyright number of players (1/2 J 
and the difficulty level from 1 to 4. 
Pressing START begins the game. 
The graphics in Joust are good. The 
islands are well arranged and the 
birds very neat. You can tell when an 
ostrich flaps its wings and the lava 
troll's hand is very good. The sound 
is simple but pleasant. Not really 



PITSTOP 
PLAYERS 



■w m * 



EPYX _ 16K ROM 



1/4 



Not surprisingly PITSTOP is a racing game. In a joystick controlled 
formula one car, the players) can race around a chosen circuit as many 
times as he/she wishes. Grand Prix options include Monaco and 
Kyalami and a host of others. 

Speed, time, fuel consumption and a map of the circuit are shown as 
you race past other drivers. Just another run of the mill driving game you 
might think but the best is yet to come! An extra feature in PITSTOP 
which makes it different to other racing games is that your tyres wear out 
after every few collisions and the lighter in colour they become, the 
nearer they are to blowing up. To add to this problem your fuel runs out 
as you race so that you must make a judgement about when to pull into 
the pits. 

tn the pits, the player sees four men, one holding a flag to allow you to 
leave the pits, one holding a fuel pipe and two ready to change your 
tyres. Having stopped the car you must use the joystick to select one of 
the pit crew to change tyres or re-fuel. The chosen mechanic must be 
guided either to the tyre to be changed or to the petrol tank to perform 
his task Care must be taken not to overfill the tank which may then 
explode causing you to re- fuel from scratch. Changing tyres means that 
your crew member must remove and replace each tyre. All the while the 
clock keeps ticking and the other cars can be seen flashing by at the top 
of the screen. Time is crucial and as soon as you have finished you must 
select the man with the flag to redstart the race. 

PITSTOP is not as good as POLE POSITION but with the added 
features it comes a pretty close second You can even hold a 
competition with up to three friends. 



brilliant but quite adequate. 

Joust is a very enjoyable and 
addictive game. ] find myself trying 
to knock other ostrich riding knights 
from the sky all day. Only a couple of 
gripes. Sometimes after you have 
lost one of your five lives your 
knightless bird takes ages to get off 
the screen and there is no high score 
table. 

Joust is a very good game. Not the 
best, but very good. 



SNOKIE 

FUNSOFT (U, S.GOLD) 
48k cass/disk ... 1/2 players 

In SNOKIE the player controls a 
red and white(!J penguin moving 
him across a rocky landscape, onto 
floating islands, through laser beams 
and more. The game seems to be 
derived from Scramble and it 
reminds me of Sea Dragon although 
it is not as good, 

The graphics are simple and fairly 
crude although they are very clear. 
Colour is adequate (just!). Sound 
follows the same lines as the 
graphics. No four channel stuff here! 
The controls are a bit sluggish so that 
you can lose lives unnecessarily but 
a nice feature when you die is that a 
skull appears and winks at you! This 
little feature actually makes the 
game a little more addictive. 

A few years ago SNOKIE would 
have represented very good value 
for money at £9,95 for cassette 
(£12.95 for disk) but nowadays with 
Atari cartridges selling at the same 
price it no longer seems so. Even so 
SNOKIE is well written and is not 
rubbish, it is just another average 
game. 



Reviewed 

by Paul Blazeby 
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BOULDER DASH 

FIRST STAR SOFTWARE 
32k CASSETTE 

This game was recently selected 
as game of the month in Computer 
& Video Games and was voted one 
of the top ten computer games of 
1984 in OMNI magazine. Need I say 
more? 

Well, I suppose I should. Boulder 
Dash is what [ would describe as a 
thinking man's arcade game. You do 
need to be quick on the joystick but 
rush headlong in and your lives will 
quickly vanish. In the game you play 
the part of Rockforcf , a little creature 
who can only be described as cute - if 
you pause during play or use the 
spacebar to freeze the game he puts 
his hands on his hips, winks at you 
and taps his foot impatiently. 

The object of the game is similar to 
other digging games i.e. you travel 
through caves to collect gems. It is 
however much more difficult than 
most with many problems to solve. 
Your biggest problem is the boulders 
which are numerous and, if under- 
mined, will be dislodged and will 
crush little Rockford. They fall in a 
very realistic manner bouncing off 
other boulders and trapping or killing 
you if you are not careful. Each 
screen has a time limit at the top of 
the picture with the number of gems 
needed to reveal a flashing exit 

Jn addition to the boulders, there 
are Fireflies which are normally lethal 
but which on some screens can be 
converted to gems, an Amoeba which 
can both help and hinder and magic 
walls. After every 5 screens there is 
an optional quick but not too easy, 
screen to solve for a bonus life. Jn 
addition to this, bonus lives are 
awarded every 500 points. There 
are 16 screens in all to be cleared, 
each more difficult than the one 
before and each screen requires 
very careful planning. 

All in all an excellent game. Sound 
and graphics are marvellous. Easy to 
get into, but very difficult to solve. 
Well worth buying. 



FORBIDDEN FOREST 

ENGLISH SOFTWARE 
I6k CASSETTE 

Oh dead Is this from the same 
company that bought us Jet Boot 
Jack? The game is boring and the 
graphics are dreadful. The sound 
isn't up to much either! 

You play the part of an archer who 
has to shoot a number of enemies. 
Starting in daylight, you are attacked 
by a number of spiders looking like 
badly knitted balls of wool then by a 
bee, some skeletons, a phantom, a 
dragon and finally the Demogorgon. 
As time progresses, night falls and it 



gets darker, 

After destroying each enemy you 
have to sit and wait for what seems 
like ages whilst the archer does a silly 
dance, [ could live with some of the 
games shortcomings if it was a chall- 
enging game, however on the first 
attempt 1 cleared the first two levels 
and then gave up, and I am a long 
way from being an expert 

I should think that this is a con- 
version from another machine but 
what is the point if you ignore the 
Atari's superior features? Definitely 
not one of English Software* s better 
efforts and Tm afraid I cannot recom- 
mend it 



Reviewed by Gerald Swan 



BRUCE LEE 



■ - - 



DATASOFT 

32 K CASSETTE 



This has also been chosen by another magazine as Game of the 
Month and again is a game that requires some thought as well as a quick 
hand on the joystick to overcome the various obstacles put in your 
path. 

Your role is that of the late film star and Kung Fu expert, Bruce Lee. 
Your task is to enter the Wizard's fortress, find him and destroy him. On 
entering each room you must collect a number of lanterns to reveal the 
secret entrances to the further reaches of the Wizards domain. The 
lanterns are reached by jumping and climbing along the fortress walls 
and floors. Easy? No. As you leap happily about a black robed Ninja and 
a nasty green gentleman called a Yamo proceed to try and knock the 
daylights out of you! But you are Bruce Lee, right? So using your 
amazing Kung Fu skills, you duck kick and chop your way through your 
enemies. As you travel through the 20 rooms of the fortress, you also 
have to deal with electrical charges and exploding bushes. As each room 
is entered, thought and planning are needed Fortunately, on some of 
the more difficult rooms the Ninja and Yamo leave you alone to get on 
with your lantern collecting. 

At the start of the game you have a choice of 1 or 2 players and you 
may select the computer to control the Yamo or you and a friend can 
take it in turns to be Yamo and Bruce Lee Once again an excellent 
game Great graphics and a lot of fun 
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31 STONEYHURST ROAD, ERDINGTON, BIRMINGHAM 

TELEPHONE:- (021) 384 5080 



Dear Atari User, 

The management and staff of Software Express would like to express their thanks to the 
readers of Page 6 for their tremendous support and good wishes since the last issue of 
this magazine. 

We are now proud to announce that we have extended our service to our customers, we 
now offer a 24 hour order desk, also our technical back up team now offers a full 
warranty repair service for Atari computer products. 



NEW SOFTWARE 

Infocom's Hitchhikers Guide to the Galaxy .... Cut Throats .... Suspect (latest releases). 

We are now able to supply Infocom INVISICLUES for the following titles 

Zork I, II, III . , , . Deadline .... Witness .... Starcross .... Suspended .... Planetfall . , . 
Enchanter . , . . Sorcerer & Infidel .... all at £ 6.70. 
F15 Strike Eagle (disk) £ 14.95 

Atari Corporation's NEW TEXT ADVENTURE 'PAY OFF' {Disk Only) £ 9.95 

Atari Writer Printer Driver (disk) £ 19.99 

Touch Tablet to Epson Printer Dump Routine (disk) £ 19.99 

Touch Tablet to 1020 Printer Dump Routine (cass & disk) £ 19.99 

Atari Adventure Writing System by Codewriter (disk) £ 24.95 

Asylum (Adv) Screenplay £ 25.90 

Atari Graphics and Arcade Game Design £ 12.80 

Atari XL Graphics Hand Book £ 7.95 

Atari Colour Graphics (Beginners Guide) £ 10.95 

Subscriptions NOW being taken for ANTIC & ANALOG £ 40.20 each pa. 



So DON'T forget, if you've seen or heard about it then we will try and get it for you 
PLUS remember that our NEW Atari Service Department is NOW OPEN, 

STOP PRESS 

ATA R l 1 020 Colour Printer + Atari Touch Tablet + Touch Tablet Dump 
normal retail price £ 169.97 OUR PRICE £ 109.99 Save £ 59.98 

ATARI 800 XL, 1050, DOS 3, Home Filing Manager, Pay-Off (Adventure), Demo Disk £ 249,99 
ATARI 800 XL, 1010, Invitation to Programming, Pole Position, Demo Cassette £ 129.99 
Pole Position Cassette 48 K £ 9.99 
Revision "C" Basic Rom £ 9.99 



TM ATARI CORPORATION LTO, TM COMMODORE (CBMJ LTD. 



Contact 



WARIMI NG1 : The CONTACT 
column in issue 10 had a message 
from James Stevens, There have 
been several complaints over this 
individual and readers are advised 
not to send money or tapes to 
him. 

ASSEMBLER/CASSETTE: Is there 
cYixy way to load machine code programs 
using the ASSEMBLER/EDITOR cart- 
ridge with the program recorder? 
frfinkit! Smyth, 62, QrehardviUe Ave., 
Finaghy, Belfast BT10 OJH 

TECHNICAL NOTES FOR 400/ 
800: Required new, or secondhand. 
Any condition would be acceptable. 
Frank Murphy, I0 n Elton Avenue, 
Greenford, Middx, UB6 0PW 

PRESTON ATARI CLUB: Np-m m tid- 
ing place is ST. ANTHONYS CLUB. 
ST. ANTHONYS DRIVE, CASLEY 
CAUSEWAY, FULWOOD. PRESTON 
Meetings are now every third Thursday 
in the month at 7.30 p.m. 

PEN PAL Pen pal wanted with Atari 
800 with view to swapping hints on 
adventure gamt?s find ge?ntrral discussion. 
Christopher Heath, 4. Gatacre Avenue, 
Oswestry, Shrops. SY11 1DR 

SANDS OF EGYPT: 1 cannot take my 
fronds, ride my camel or remove my 
cover. Help! Andrew Starkie, 109, 
Watiing Street Road, Fulwood. Preston, 
Lanes. PK2 4BQ 

NORTHERN IRELAND ATARI 

USERS: S«nd your name and address 
to F Smyth, 62, Ore hard utile Avenue, 
Phiaghy, Belfast, BT10 OJH for details 
of User Group and FREE copy of 
newsletter. 



SCOTT ADAMS ADVENTURES: 

Can anyone tell me how to get to the 
Indian Village in GHOST TOWN? Or 
how to open the crate in PIRATE 
ADVENTURE? Or get past the chand- 
elier in Clay morgue? Or what to do in 
SAVAGE ISLAND 2 after meeting 
"Aryh? f will swap hints on Adventure- 
land, Voodoo Castle, Mission Impossible, 
The Count Strange Odyssey, The Hulk 
Pyramid of Doom or Mystery Fimhouse. 
Phone Tony on 04555 3159 or Peier 
on 04555 4950 

ISSUES 1 & 2: Copy of typed in listing 
of RESCUE MISSION offered in 
exchange for complete photocopies of 
issues 1 & 2 of PAGE 6. Martin Sisson. 
45, Westerfield Way, Silverdale, 
Nottingham, NGll 7ET. Tel. 0602 
817 598 

CASSETTE BOOT: Can anyone: tall 
me how the data statements for writing 
to cassette are arrived at in loaders for 
machine code listings such as published 
in ANALOG? I know that the first 6 
bytes are the header, beginning load 
address and end load address but what 
are the rest? Linda Tinkler^ 33, Ferry 
Brow Road, Upton, Wirral, Mersey side, 
L49 SEE 



FLANDERS ATARI HOME 
COMPUTER CLUB; I recently started 
an Atari club in Bruges. We would very 
much like to get in contact with clubs in 
the U.K. We have a particular problem 
with DOS 3.0. When using this we have 
only 34 free blocs. How do we obtain 
more? Paul George, 2. Montgomery 
Avenue, B8300 Knokke-Heist 1, 
BELGIUM 



822 THERMAL PRINTER: Has any- 
one got a spare handbook for the 822? 
A photocopy would do. Willing to pay. 
Please contact Brian Wells, 36 n Church 
Road, Longlevens, Gloucester, GL2 
0AH. Tel. 0452 20141 after 6 p rn. 

FORTH: Are there any other Atari 
FORTH users 1 could get in touch with? 
Peter Coatee 45, Acacia Road, 
Hampton, Middx. (Peter sent in a demo 
disk of GOS* FORTH which he has 
developed VERY impressive! Ed.) 

SOUTH CHESHIRE ATARI USER 
GROUPS Meetings are held once a 
month in Crewe. All Atari owners new 
or old welcome. Further details are 
available from the Secretary, 4, Yates 
Street Crewe, "lei. CKEWE 67773 

HOUSE OF SECRETS: This is my 
first adventure and 1 am stuck! I have 
found the target and have tried my best 
to do something with it but without 
success. I have been outside again and 
hunted round In case I had missed 
something but no luck Can anyone 
help? Ken Johnson, 26, Henderson 
Street North Rockhampton, Queens- 
land 4701. AUSTRALIA 

BACK ISSUES: Wanted - PAGE 6 
Issues 1,2,3,5 and 6. Also some Antic/ 
Analog issues and Atari books/ 
documentation. Please phone Chris 
King on 01 478 5936 (evenings and 
weekends) 

The CONTACT column may be 
used for any purpose other than 
exchange or *ale of software. If you 
have a problem send it in to 
CONTACT. If you can help some* 
one else, get In touch. 



LIVERPOOL 

THE FOOTBALL MANAGER GAME FOR THE 
48 K ATARI (Inc. XL) FEATURING 

The full first division programme, together 
with all RAX up. Milk Cup, and European Cup 

games 

Varying skill and stamina levels, scouts reports, 
injuries, team and tactics selection, full league 
table, managerial rating and save game facility. 

Available on CASSETTE ONLY at £9,45 from 

D. Corblshley, 212, Walmersley Old Road. 

Bury, BL9 6SA 



U j CTflGRflPH PLOT U1NDQ14 

IMPORTANT ANNOUNCEMENT 

The UJCTAGRAPH package ii available 
diTect f*or»i us at a reduced price. 
Due to the mteTest in the 1020 
Printer and shortage of information 
the instruction book is now 
available separately. 
tOriPLETE PACKAGE ■ 9.80 inc. 

BOOK ONLY q.50 inc. 

UJCTAGRAPH ICS 
7 SPEECHLY DRJUE, WESTERN SPRINGS 
PARK EST. RUGELEY, STAFFS, US J 5 2PT 
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SPELL ME ... CASTLE SOFTWARE 

... 48K DISK/CASSETTE 

One or two programs have appeared to teach pre- 
school children the alphabet but there have been few (if 
any) to cover the next step of word association and 
spelling. SPELL ME is ideally suited to the slightly older 
child who has mastered the alphabet and simple words 
and needs to practice or recognise longer words and the 
association of words with pictures. The program was 
conceived by a teacher and programmed by someone 
obviously familiar with the Atari. 

A series of pictures of everyday objects are presented 
on screen together with a word identifying the picture 
The object is to correctly repeat the word using the 
keyboard to score points. A successful effort is rewarded 
with a point and the playing of one of three nursery 
rhymes. Failure means another try and a point lost before 
the computer repeats the word correctly A word that 
proves too difficult may be changed with the START 
button. Initially words are presented in upper case as this 
matches the letters on the keyboard and will help the child 
to associate the keys with the alphabet but it is recognised 
that children learn in lower case and this option may be 
chosen although the parent may then have to help in the 
choice of the correct key. 

On the first level the word associated with the picture is 
displayed on the screen and it is merely necessary to copy 



OPTION ll 



flBCDEFGHIJKLM 
NOPQRSTUUHKYZ 



43 




SCORE TXHC 

zesej mum 



it. Level 2 shows the word for a short time and the child 
has then to remember and type it. The most difficult level 
teaches word association by just presenting the picture. 
There are around 38 words in all (more on the disk 
version) each with an excellent illustration and the screen 
is laid out to good effect. Sound although not complex, is 
used well 

SPELL ME comes with a brief manual emphasising the 
need for parents to take an active part in a child's 
education. If your child has reached the age of around 
four or four and a half and you want to encourage his or 
her development then SPELL ME together with your 
Atari could well prove to be an excellent investment 



RAILS WEST SSI 



48K DISK 
... 1/8 PLAYERS 



It is very- difficult to review certain programs without having spent a 
great deal of time exploring and playing them Simulations are a case in 
point and Rails West is an excellent and complex simulation of the 
construction of the railroads across America in the 19th century. 

Up to 8 players can compete against each other or the computer to try 
and build a railroad and amass a personal fortune along the way. The 
simulation is complex requiring a knowledge of economics, stock, 
floating bonds and management of debts. Add Lo this the threat of other 
interested parties trying to take over your railroad, booms> depressions 
and market fluctuations and you can welt understand why a quick 
glance is not sufficient for a full appreciation of this program. As well as 
being a game of developing skill it is educational in the understanding of 
economics and the. history of development of unexplored territory in the 
American mid-west. 

Rails West may take some time to learn and fully understand but if 
simulations are your forte, then you will expect a long lasting game that 
you can return to time and time again with ever increasing knowledge 
and understanding. Not an excursion for beginners but well worth the 
effort for those who already understand and enjoy the computer 
simulation. Rails West should be an ideal thought provoking excercise 
for a family or group of friends but is also a game which can be played 
alone against the computer. 



Reviewed by 
Les Ellingham 



AWARDS 



Both Paul Blazeby and Gerald 
Swan have been awarded an 
ATARI game on ROM for their 

reviews. 
Can you write three reviews of 
your favourite, or not so favourite 

■ 

programs? 



Utilities 




Jf you have been a DOS 2 user in the past and made the 
mistake of transferring all your files to DOS 3 when you 
bought a 1050 you are probably now regretting it. Whilst 
DOS 3 allows you to convert from DOS 2, it does not allow 
conversion back (Perhaps Atari really did know what DOS 
3 was like!). 

If your first drive was the 1050, then you probably don't 
know about DOS 2 anyway, DOS 3 is fine for beginners but 
once you have passed the learning stage, you will want a 
DOS that is a utility and nothing more. You will need a fast 
and functional DOS. DOS 2 may not be the best but it is 
certainly better for the experienced user than DOS 3. You 
will have to trade off the enhanced density of the 1 050 drive 
as DOS 2 will not support it but you will benefit from more 
time and less frustration when doing those disk house- 
keeping chores. In addition you will get greater compability 
with other users for DOS 2 is still the accepted standard for 
o/i systems. 

HOW DO I DO IT? 

Until now you couldn't but ACCESS III will allow you to 
convert all your DOS 3 files to DOS 2. It is quite simple to 
use. Type in the listing and, having checked it with TYPO II. 
SAVE a copy before running it RUN the program and you 
will be prompted to insert a DOS 2 formatted disk in the 
drive whereupon a file called ACCESS. Ill will be written to 
the disk, This file can be loaded with Option I. (Binary Load) 
of the DOS 2 menu and will run automatically. 

The program fully prompts you to insert disks and type 
filenames in the correct order. Note that the program does 
not copy an entire disk each file must be copied individually. It 
will also work with other DOS systems if, for example, you 
use true double density and wish to use one of your 
programs on a single-density drive 

Atari's next revision of DOS will be an upgraded version 
of DOS 2 so it looks as if DOS 3 is destined for oblivion. With 
ACCESS HI in your utility collection however, all is not 
lost! 

H¥ 10 REM M>M Elf KMK MXM MMMMtfMliM Hfl WMMWW MXMM 

LR 20 REM * ACCESS III * 

VC 30 REM « a Utility # 

¥J 40 HEN * by # 

AA 50 REM # Matthew Jones * 

CI 60 REM * # 

RU 7ft REM * ALL RIGHTS RESERVED * 

GK 80 REM * — — - # 

IG 30 REM MMMMMKMlCXKWKWMMMMflM MttM*M*MMM W* 
80 95 REM 

0E 100 ? "■SIM5ERT DISK IH DRIVE i - HIT R 

ETURH" 3 ? 
U£ lift DIM AS(iflO) f YS tiJ 
UI 120 INPUT VSrV "HRITING FILE 11 : ? 
GX 110 TRAP 200 : RESTORE 
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by Matthew Jones 



JR 140 0P£H ttl f 8 J ||j"D;ACCES5.III fl * 

ZL 150 READ A$ : FOR K-l TO 50 

1M 160 A=A5CtA$CCX#23 Hi : B-A5C ( A$ CX*25 > 

HP 170 HI=CA-48)-CA>64)*7:LO=CB~483-CB>64 

1*7 I »YTE^L0-HII*16 
MK 100 PUT ttl f BYTE : HEX! X 
0B 130 GOTO 150 

PM 200 CL05E ttl:? "ACCESS III":? "IS":EMD 

WJ 1000 DATA FFFFG0I4B93D453AfB4»3A"9B443& 
2ti262e2O2O2ti2O2e2O282OOO9BQ8A9043D7C3C 
fl?8O8f)DCO2AblFl}8C906DOB38DF73AA23B 

OD 1010 DATA A9O33D4203A?0C9D4A03A'?349D45 
O3A9OO9It44G32«56£4A9eO8DCfeO2A240A3®3?D 
4203A30C4D4A03A9343D4503A3033D440I 

CK 1020 DATA 2056E42G8E3AA9O12O7E3CA9O085 
5S8DF002Ji9128555fl9158554A23OA?G89D42Q3 
A9009D48039D4993A97C2056E4A320A20B 

OX 1030 DATA 9DQ734CAD0F AA9008D1534200F3C 
C97EF0IECfi6FaifrC99BFflI3C92EFO77C93B90 
E9C95&B8E5C34190144GD7344C9D354C4D 

Oft 1040 DATA 3SA909207E3C20DE3A4C4D35C33A 
B0C9AD1534FeC4ADDE3CAC15345 J 90834C88ClS 
34A23GA?OB?D42O3A40®9D48O3 4 3D49B3AD 

AZ 1050 DATA DE3C205GE4A&1534C908F025C9OB 
D097A238A?8B9D42O3A9OO9D48O39D4903A9IE 
20S6E42OPF3CC!>9BF07EC97EF02AD0F3Af 

AM 1060 DATA 1C8555A3008556 A9158554A230A9 
ftB3D42e3A30O9D48039D43O3A97C2Q56E4A408 

8D15344C9B34A9O08D1534A9138555A315 

RH 1070 DATA 8554A90O8556 AC1534A230A30B9D 
4203A9O09D43039D49O3B98135FOO92O56E4EE 
15344C5E354C64342E2E2E2E2E2E2E2E7C 

PU 1080 DATA 7C2E2EZE0OA^OO2O7E3C2OD€3A2O 
DE3A4C4D35A301»DFOO22O3238A3Oe2O7E3C4C 
Bl35eoeOOOeOA3lO8DAF35ft?O08D6835A3 

GB 1090 DATA 3E8DAE35A98O8DAD35A9818DO103 
ADAF35BD0AO3A90OSDOB03ABAD35BD04OIADAF 
358DO5O3A9522O53E4AD83O3C90IDOA2EE 

GJ 1100 DATA AF35ADAF35C918F014ADAD351869 
8O8DAD35ADAE3569OOSDAE354CC53 , 5A90O«D44 
36A0OlA93F85D2A98OQ5t>lBlDlD90734Dfl 

PG 1110 DATA O7C8CO0CF02AD0F218A91065D185 
D1A9OO65D285D2EE4436AD4436C93EF0Q6AQ01 
4C1A3600A30A207E3C20DE3A4CA235AOOO 

NT 1170 DATA BlDl2340€9flOF0CeA9G7207E3CA9 
OOBDA038aDl>O3«6DDL3GAboCBlD18D33388D«4 
38CB8lD18D8538C8BlDl8D0618C8BlDi0D 

BI 1130 DATA 8?3ftA901ftD0103A3i8SDOAG3fl90O 
8DflB03A93E8DB50 3A9fM>8D04O3A95220Si;[E4AD 
03O3€ 4 *OlDft22ADB53^2dA238CE8333FO2D 



RB 1140 DATA ADAE35186906CDE602B0HAC8538 
B9OO3E8O85384CAE364C8F35OOO0AC8533B908 
3E8D8538A9018DD1364CE836A9008DD136 

00 11S0 DATA A904207E3C20DF3CC97EDO834C4D 
35C99BD0FZA9O18D0103A9528D0203A93E8D05 
03A9008DO403A9008D0B03A9108D0AO320 

LZ 1160 DATA 53E4AD0303C901P8AAAD0F3EC9A5 
F4BEA90B207E3CAPDO36D035A0028910349911 
348810F7A92E&D1O34A0O0B90B34C920F0 

EM 1170 DATA O8C8C0O8DOF44C69379P3B69G7BD 
6237A00OB91O34990834C8C0O5D0F5A220A903 
9D42Q3A9349D4503A9069D4403A9030DD0 

WD 1180 DATA T69D4ft032056E4t OfllDO59ft90B9D 
4203A93E9D4503A9809D44O3ADD136D00FAD86 
389D4803AD87389D49834CBD37ADAD3538 

RP 1190 DATA E9309D4803ADAE35E93E9D49G320 
56E4C001D01EA90C9D42032056E4CO01CO12AD 
D136F002DO2AA905207E3C20DE3A4C4D35 

0(1 1200 DATA A908207E3CA220A90C9D42O32O56 
E43OEF20DE3AA9832O7E3C20DE3A4C4D35AD84 
3838ED83380AOA8DF63AADB73838EDF63A 

EV 1210 DATA 8D8738ADS3388D843SA9OO80A038 
A9013DDO362032384CB63660684C4D35A9022O 
7E3C2ODF3CADDE3CC97EFOECC99BD0F2A9 

NJ 1220 DATA 01ODO1O3A9528DO203A93E3D05O3 
A9808D0403A90Q8DOB03A9108DOA032O53E4flD 
B3O3C9O1F0034CE237A00FB98O3EC9A5D0 

HO 1230 DATA B98388B9S03EC90OD0B06O0Q0060 
0OO057524954544S4E2B4259204D41S4544845 
57204 A4F4E455380O048A98O8DAF358DBO 

AK 1240 DATA 3568OA2EB035BA2EBO358 A2EB835 
18631 98DAF359003EEBO35ADAO38DO0AA93E3D 
AE3SA9808DAD35A9008DA138A9018D0103 

MS 1250 DATA ADAF358D0A43ADB0358D0B03ADAD 
358DO403A&AE35BD05O3A9522053E4AD0303C9 
81D029EEAF35DOQ3EEB035A0AD35186986 

EK 1268 DATA 3DAD35ADAE35690O8DAE35EEA138 
ftDA138C9OSD0B4A9FF8DAO386O4C3F357DlDlD 
1D1D1D204143434553532O444F532O4949 

OH 1270 DATA 490iiCiElElElElElElEiElElElE 
lElElElEAOAOAOAOAOAOAOftOAOAOAOAOAOAOAO 
A0101D1E1E1E1E1E1E1E1E1E1E1E1E1E1E 

ZK 1280 DATA lElEAOAOQOAOAOABAOAOAOAOAOAO 
A0AOAOAO1C1E1E1E1E1E1E1E1E1E1E1E1E1E1E 
1E1EA0C1C3C3C5D3D3AOC4CFD3A0C9C9C9 

HU 1296 DATA AB1D1D1D1D1D1E1E1E1E1E1E1E1E 

1E1E61Z07574696C6974792O70726F6772616D 
1D1D1E1E1E1E1E1E6279204D6174746865 

MB 130© DATA 77204 A6F6E65731C1C1E1E1E1E1E 
lElElElElElElEiElElCltlClClClElElE6672 
6F6D2O415441S24920444FS32O322EO11D 

KK 1310 DATA lDlDlDlDlDiDlDlDlDlDlDlDlDlD 
1E1E1E1E1E1E1E1E1E1E1E1E1E1E1E1E1E1112 
1212121212121205111212120S1D1E1E1E 

XR 1320 DATA 1E1E1E1E1E IE t ElElElElElElElE 

1E1E1E1E1E1E1E1E1E1E46494C454E414M520 

6973207C2E2E2E2E2E2E2E2E7C7C2E2E2E 

OK 1330 DATA 7ClDiElElElElEiElElElElElElE 
lElElElfll21212121212121203lAl212120300 

00A9398D9D3AA30O8D8D3AAC8D3AB92C39 

HA 1340 DATA F026C901F02548A230A9OO9D4803 

9D49B3A90B9D4203682056E4EE8D3ftAD8D3AD0 

83EE9D3A4C983A4CF33AADF73AD0EA20DE 



UR 1358 DATA 3AAD1FDBC906D0E08DF73A4CB83A 
A9D58DF63AAZe«A0B088D0FDCAD0F«CEF63AAD 
F63ADOEE6000O0A510297F851O8D0ED260 

HO 1360 DATA 464154414C204552524F522D2043 
6865636B20796F7572286469736B2O64726976 
6S2EOO6O6C6661736S20656E7465722074 

EV 1370 DATA 88652B444F532O4949492066696C 
656E616D6580496E7365727420444F532O4949 
49206469736B2C20707265737320524554 

XU 1380 DATA 55524E0G46696C65207472618E73 
66657220696E636F6D706C6574652E80496E73 
65727426444F53203220646973682C207Q 

KB 1390 DATA 726573732052455455S24E005472 
616E73666572206F662066696C6520636F6D70 
6C6574652E005365617Z6368G96E672O66 

MB 140O DATA 6F722O66696C65202E2O2E202E20 
2E0O466F7S6E642066696C652C204C6F616469 
6E67202E202E202E005072657373204445 

JZ 1410 DATA 4C45S4452O746F2072&573746172 
7400566S7273696F6E2O31ZE31206279204D61 
7474686577204 A6F6E65738046696C6S2O 

ER 1420 DATA 6E6F742O666F756E642C205O6C65 
6173652072657472792E00536176696E&72066 
69&C65ZC207O6C65617365287761697420 

OJ 1430 DATA 2E2E2E0O3BO23B263B493B6A3B84 
3BA43BBF3BDA3BF43C0C3C293C470BO0488D7D 
3CR912S554A9008556AD7C3C8555A23OA9 

DU 1440 DATA 0O9D48039D4903A9089D4203A97E 
2056E4AS55C903D0E6680AA8B9643C8DCF3CC8 
B9643C8DCE3CA23OA9BO9D48039D4903A9 

TN 1450 DATA 0B3D4203A45S&83888B98000F0O6 
2056F44CBB3CA5558D7C3C6800ADFC02C9FFD0 
11ADDC82C900DO27ADB6O2C9OODO2O4CDF 

OF 1460 DATA 3CA90O8DB6028DFFO2A94O8DBE02 
ADFC02C927F0O9C93CF04CD052O800O0A5558D 
133DAD7D3C8D123DAD113D287E3CA9008D 

5N 1470 DATA DCO2SDB602A9FF8DFC0220DE3AAD 
123D207E3CAD133D8555A914B554A23OA9OB5O 
4203A9BO9D48039D49G3A91D2056E44CDF 

TC 1480 DATA 3CA9FF8DFC024CDF3CA240A9079D 
4203A90O9D48039D49O32056E43Q048DDE3C6O 
A9808511A9FF8DFC0268684C4D353OE002 

PI 1490 DATA E 1021634 □ 



Crossword Creator from page 29 

BE 1298 RETURN 

AV 1300 DATA 173,36,2,141,193,6,173,37,2, 
141,194,6 

KU 1320 DATA 160,180,162,6*169,7,32,92,22 
8 j 238 

LL 1340 DATA 192.6,173,192,6,141,10,212,1 
41,26,208 

DP 1360 DATA 174,252,2,232,240,238,172,19 

3,6,174,194,6 
BV 1380 DATA 169,7,32,92,228,104,36,206,2 

00,2, 173,200 
NK 1390 OAT* 2,141,192,6,76,98,228 □ 
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by Hugh Denholm 



What is a Hacker's Dozen? Numerically of course its 
sixteen (in honour of Atarfs new 16 bit machine perhaps). 
What it actually consists of i& a list of your most memorable 
software. The software could be memorable for two reasons, 
either you liked it or you loathed it! Below is my personal 
selection. I leave it up to you to discover which [ love and 
which I hatet 

1. DEADLINE. Ideally, my list would consist entirety of 
Infocom games, but that would be (even more!) boring. Tve 
chosen Deadline because it was the first Infocom game I 
played, because ] love the 11 chatty' 1 style of the adventure 
and because they'd even programmed in a response to my 
attempts to do naughty things to the lady of the house when 
I cornered her in a bedroom! 

2. BLUE MAX. The graphics are not as crispas Zaxxon but 
the game is 100 times more playable. Goggles and flying 
helmets should be worn to generate authentic atmosphere, 

3, STAR RAIDERS. A miracle in many ways. A miracle 
that something so advanced should have been written so 
long ago in only 8 k. A miracle that Atari never bothered to 
release an even better version in 16k. Upon reflecLion. a 
miracle that Atari ever produced it in the first place! 

4, SOLO FLIGHT. More of a navigational test than a flight 
simulator but still very challenging. Coming down through 
cloud in mountainous terrain with half your instruments not 
working is a guaranteed sweaty palms experience. 

5* SENTINEL 1. With a spacecraft that closely represents 
a finned contraceptive and aliens that disguise themselves 
as low- res pixels, who can resist this game? I can! 

6. UNIVERSE. Big game, big price Guaranteed to ruin 
your wallet your disk drive and your spare time. Possibly 
the most comprehensive game of its type ever written. 

7. S.A.M. Sounds like a brain damaged American railway 
station announcer with severe adenoidal trouble, but great 
fun. Program it to seduce your wife or insult your mother- in- 
law, but don't get the programs mixed up! 

8. SAVAGE POND, For Cheap, clever concept, good 
graphics, addictive. Against: we all want to fight aliens, but 
who wants to live in a pond? 

9. SPACE INVADERS. Imagine an alien race so advanced 
that they can develop a space ship capable of travelling 
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across the vast tracts of space and time to finally arrive 
precisely on target just above the earth. Pretty clever guys, 
eh? So why, oh why, do these same aliens attempt to 
conquer us by prancing around in mid- air like an inebriated 
formation dancing team? What a game concept it will never 
sell! 

10* ENCOUNTER Boring game, amazing graphics. 
Good for impressing visitors, especially if you tell them you 
programmed it yourself! 

11. RALLY SPEEDWAY. The best two player game 1 
know and a lovely simulation of car racing. ] once played it 
for seven hours straight and my opponent and [ never 
stopped laughing (1 don't know what he was laughing 
about, he lost!} 

12. ALIEN SWARM. A great shoot- em- up which actually 
gets easier after 100,000 points. Play it when you want to 
convince yourself that you are good 

13. A1RSTRIKE. They tell me it's a classic but 1 find it close 
to impossible. Perhaps [ should buy a joystick? 

14. MINER 2049er* The best jumping game. Lovely 
graphics and some really tricky screens There is a special 
number you can input to enable selection of any screen, but 
Tve lost it. Guess 11! never see screens 6 to 10 again. 

15. EASTERN FRONT. The Chris Crawford tour- de- 
force. 1 never wanted to go to Moscow anyway! Try the 
cartridge version for even more options. There's meant to 
be a technique to the game but the only technique I ve 
found is to turn the bloody thing off and have a beer! 

16. CHOPUFTER. A silly simple game, but those little 
people waving at you are most appealing. They are so 
trusting, they even stand there and wave as you land on 
their heads, then they stop waving and make squelching 
noises instead. 

What about YOUR Hackers Dozen? One of Atari's 
best (or worst!) ROM cartridges will be awarded to 
each of the FIVE most interesting* witty or clever 
entries or simply to those that tickle the Editor's 
fancy. Write them down (not too long) and include a 
list of the Atari ROMs you already have and you may 
get another to add to your list Entries will not be 
acknowledged unless they are winners. Get writing? 



Write to Mark Hutchinson 
at 

P.O.BOX 123, BELFAST, 
BT10 0DB 



A-Z OF BASIC ■ PART 1 



Over the next few issues First Steps will be presenting 
a complete A - Z guide to Atari Basic aimed at beginners 
but with, 1 hope, some hints and tips which more 
advanced users may find helpful. It would take a whole 
book to cover the subject in depth but I have included 
examples of many commands to enable you to under* 
stand them better. If you need additional help or help in 
other directions do not hesitate to write to me (with an 
SAE} I will try to solve your problems or, at least turn 
you in the right direction. 

Many of the BASIC commands have abbreviations 
which are shown in brackets. In addition to making 
typing faster, these can let you use a great many 
statements over the three available command lines only. 
When LISTed* the commands will appear as normal but 
spread over more than three lines. Use of abbreviations 
in typing listings will not affect checking utilities such as 
TYPO II. The drawback is that editing of entered lines is 
limited to the first three screen lines. 

Direct mode uses no line numbers and will execute 
directly after <.RETURN>, deferred mode is preceded 
by a line number and will work after RUN <RETURN> 
is entered 

ABS 

This will return the absolute value of a variable or expression. 
This means that you will see the value without regard to the 
sign {which will always be positive). This will be handy when 
you want a value returned from a mathematical equation, but 
no sign. 

Example: ? ABS(-0.05) 

ADR 

This will return the decimal address of a specified string. The 
address will change as the computer shifts the string around in 
memory to protect it Most often used with machine code 
routines that have been placed into a string and recalled using 
USR. 

Exompie: X=USR(ADR{S$)) 

orS=ADR(S$}:X=USR(S) 

AND 

A logical operator used mainly with IF/THEN statements. 
All conditions must be true for it to work. Example 1 will only 
equal 3 when X=l and Y— 2 at the same time. Simiiarly, with 
example 2 the expression A will equal 1 (true) when B is 
greater than 0 and less than 5 4 otherwise A will equal 0 
(false). 

Example: IF X- 1 AND Y=2 THEN Z=3 
Example: A=(B<5) AND (B>Q) 



ATN 

This will return the arctangent value for a given variable. 
Care must be taken to note if the computer is running in degree 
or radian mode. 

Example: A=ATN(45) 



BYE, (Ik) 

This command wit! revert to the memo pad or blackboard 
mode in 400/800 machines (as will no cartridge), and to the 
self-test mode in XL models. Basic programs and handlers 
(RS232 etc.) will still be held in memory and can be recalled 
only through SYSTEM RESET The screen editor works but 
RETURN does not send a line to the interpreter. In older 
machines, BYE sets up a GRAPH ICS 0 screen, however, if you 
were to set up any other graphic mode with a window and call 
BYE, only the window will be in the memo pad mode. This is 
because the window is GRAPHICS 0 itself. This means that 
you can leave some pretty display for someone to see, but not 
tamper with. Or you could exit to BYE to test the graphic 
symbol keys. Not a lot can be done with this command, but you 
can show more than just a simple screen. 

CHR$ 

This is the opposite of ASC. This will return the alpha- 
numeric for a given ATASCH value. The example will return 
A" 

Example: ? CHRS(65) 



CLOAD 

This command will load, from tape into RAM : a program 
that has been stored using CSAVE. After <R£TURN> t you 
will hear a single tone. Press the play button on the recorder. 
Then press <RETURN> to enter the program. Anything that 
was previously stored in RAM will be wiped out Once in 
memory, the program tan be I.ISTed or RUN. You can use a 
file name such as CLOAD Ll C NAME 11 for convenience, but the 
filename will be ignored There is a program (ACE from 
English Software) that will differentiate between programs 
stored on tape. It stores programs by filenames and will only 
load the program with the given filename, skipping over the 
other files - in the same way as the BBC micro. 

CLOG 

This will return the logarithm to the base 10 of a given 
value. 

Example: A=CLOG(65) 



CLOSE (CL) 

This command will close any I/O device number that has 
been opened. 

Example: CLOSE *2 



This will return the ATARI- A SCI I (ATASCH) numberforthe 
alphanumeric (text character) supplied. The example will 
return the AT ASCI f code 65. 
Example: ? ASCf"A") 



CLR 

"["his will clear any strings, arrays, or variables that have been 
previously dimensioned in the program. Please note thai ALL 
dimensioning will be cleared, whereupon you will have to 



by Mark Hutchinson 
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redimension. This can be very handy when you only use a 
string at the start of a program. After use it can be cleared to 
save memory. It is also useful in debugging programs, Unfort- 
unately it often seen in programs because of bad programming 
techniques, 

COLOR (C) 

Thisstatemenr ranges from O to 25&. In tour colour graphic 
modes, 0-3 will correspond to the first four SETCOLOR 
statements. COLOR 4-255 will then repeat, as only four 
colours are available. In two colour modes, 0 and 1 will 
correspond to the two SETCOLORS, and then 2 onwards will 
repeat this pattern. In text mode 0 however COLOR will 
correspond to the 256 alphanumeric (text) characters available. 
In the other (wo text modes, only the first sis bits will determine 
the character (a maximum of 64). The last two bits will set the 
colour of the character (a maximum of four). 

When a graphic screen is called up all pixels will be set to 0. 
Therefore nothing will appear when you use PLOT unless a 
COLOR statement has been included. COLORO will correspond 
to the background colour, that ts why no colour appears. The 
example will print the first 40 characters on a GRAPHICS 0 
screen. If you try changing to another graphics mode you wilt 
notice the colouring effect that has been mentioned. 

Example: 10 GR0:FORCH=0TO39:CCH:PLOT 
CKONEXT CH 



COM 

This is the same as DIM. Not normally used, it was taken 
from the. original Microsoft Basic that ATARI Basic is derived 
from. It means to COMmon variables, 

CONT(COR) 

Using this and </?ETUR r V> will cause the program to start 
running again after STOP h END, or BREAK has been 
encountered The only problem is that if the program has 
been stopped in the middle of a command line h it will continue 
on the next line. Therefore a loop may not be executed and an 
error may appear It is normally used during debugging, but it 
has a use during the L forced read/write mode (PAGE 6. issue 
6) when, contrary to A!ARI : s Reference Manual, it can be 
used in the deferred mode. 



Example: 10 DIM DS(6):FOR T=l TO 6: READ 
D$;? DS:NEXTT 

20 DATA TH (SjH AS6, ITEMSOH DATA 

DEG (DE.) 

This will set trigonometrical functions to degrees. The 
computer is set to radian mode on power-up. 

DIM (DI.) 

This will dimension ail strings, arrays and matrices. This 
means that memory has been set aside to store data in the 
above forms. It is good programming to place DIM statements 
at the start of a program. It must be noted that an array {a one 
dimensional list} and a matrix (a two dimensional table} both 
start at 0, whereas a string starts at 1. 

Example; 10 DIM A(10}; REM Store eleven. 

10 DIM M{4,9): REM Store 5 times 10. 
10 DIM A${2G}: REM Store twenty. 

DOS (DO.) 

The Disk Operating System (DOS) consists of two parts. The 
DOS System (DOS SYS) which is loaded into RAM during 
power-up of the computer with the drive switched on, and the 
Disk Utility Package (DUP-SYS) which is loaded by the 
comm. and DOS. It will have no effect if DOS-SYS has not been 
loaded Calling DOS will clear RAM, unless a MEM-SAVE file 
has been set up to store the current program. Returning to 
Basic will make the MEM- SAVE f ile bad the original program. 
This can take a long time. Types of DOS (Mini- Dos, Tinydos, 
etc) use Basic POKEs or XIO to accomplish various functions 
without having to load up DUP-SYS. 

DRAWTO {DR.) 

An initial point must be set up using PLOT. A Sine will be 
drawn from this point to a second point at the co-ordinates 
given by DRAWTO. This second pom J will now become the 
initial point for another line again using DRAWTO. A graphic 
mode and colour must be designated first 

Example: 10 GR.8:C.1:PL 0,0; DR. 160,80:PL 
319, 159 



COS 

This returns the cosine value for a given variable. Again, care 
must be taken about degree/radian mode. 
Example: A=COS(45) 



CSAVE 

This transfers what is stored in RAM onto tape (RAM will not 
be wiped clean}. Two tones will be heard when you press 
<HETURN>. You must now press both play and record 
buttons on the recorder. Press <RETURN> to transfer the 
program. A program saved this way can only be re-entered 
using CI.OAD- Under certain conditions it is safer to precede 
CSAVE with LPRINT (LP.}. Disregard any error message 
generated. 

DATA (DJ 

This statement is always used with READ. It holds all the 
information that will be used by a program. The bits of daia to 
be read are separated by commas, and any spaces will be 
considered as part of the data (this is one of the most common 
causes of faulty programs). The number of RF.ADs must equal 
the amount of data stored, otherwise ERROR 6 (out of data) 
will occur. The computer will take care of precisely where the 
next bit of data to be read lies in the table. Therefore data 
statements can be placed anywhere in the program. Some 
people prefer to have the DATA associated with the READ 
statement, for easier debugging. Others prefer all DATA to be 
together, at the end of the program : for neatness. Both work 
equally well. 



END 

This terminates a program, closing all files and sound 
channels. BASIC normally does this, so you should not need 
END except during debugging. However you will find some 
programs do not. shut off sounds when complete, so HMD is 
needed occass ion ally. 

ENTER (E) 

This will transfer a program to RAM that has been saved 
using LIST. It will not overwrite an existing program, providing 
that the line numbers are not the same. This is an excellent way 
of storing small subroutines and adding them to existing 
programs without disturbing the program, This can be done 
with disk or cassette. 

Example: ENTERIC" 

ENTER "D:PART2.BAS" 



EXP. 

This will return the exponential of a given variable. It is safer 
to limit this to six figures for accuracy. 
Example: ? EXP(5) 



□ 



continues nest issue 
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GOTO DIRECTORY 



A.S. Wootton & Sons, 

1 1 6, Edleston Road, 

Crewe, 

CW2 7HD 

Tel: 0270 214118 

Nothing hut Atari. 
Authorised Service Cen- 
tre with fast turnaround 
of ail repairs. The usual 
range plus printers, joys- 
tick inserts, extension 
/eads at very good prices. 
Try us for repairs or 
purchases. 

Channel One Computer 

Systems Ltd 

1 74, High Street 

Hornchurch, 

Essex 

Tef:Homchurch (04024) 
75613 

We have a targe range o f 
software p/us hardware, 
printers etc. A good 
selection of American 
software including The 
more unusuaf such as 
Compilers, Editors, 
Assemblers etc. Aff for 
Atari, 

H ome E n t e rta i n m e n t 
Atari Center, 

21 2^213 Broad Street 

Birmingham, 

B1 5 1 AY 

Tel: 021 643 910Q 

Your dedicated Atari 
retailer for the best in the 
wonde m rfut world of Atari. 
Mail Order Software 
Courier service - phone 
021 643 9100 or write 
FREEPOSZ Atari 
authorised Independent 
Service Centre. 



H ome E n te rta i n me nt 
Atari Center, 

In-Store Shop, 

Lower Ground Floor, 

Owen Owen Store, 

Mander Centre, 

Wolverhampton 

Te I ; Wo I verh a m pto n 

(0902) 711650 

Your in-store Atari Center 
specialising in Atari 
re fated products and 
including an Atari Service 
pick up point. 



Fox s Computer Centre, 

38/40 Upper Parliament 

Street 
Nottingham 

Tel: 0602 414050 or 
411556 

We have the widest range 
of U.S. andU.K hardware, 
software, books, magazines 
and accessories in the area 
Latest products, best prices, 
Send see, for latest 'sale 
bin lists. 



M icrobyte, 

7 1 , Seaview Road, 

Liscard; 

Wallasey, 

Mersey side, L45 4QW 
Tel. 051 630 6933 

Tired of high prices, poor 
service and hidden 
charges from other Maif 
Order retailers? Try us for 
the latest titles and US, 
mags, Visit or calf anytime 
up to 7pm. 



The GOTO Df RECTORY i$ a guide to retailers who 
provide product support for Atari Many of these 
retai/ers will supply Mail Order so if you have trouble 
finding a supplier, turn to the GOTO Df RECTORY. 



Retailers who are interested in an entry in this feature 
are invited to contact the Editor on 0 785 41153. 



Jennings Stores, 

248, Hertford Road, 
(Nr. Green Street), 
Enfield, 
Middx, 

Tel. 01 804 1767 

Very large range of 
English and American 
software available as well 
as the very latest in hard- 
ware. 



Norman Audio Ltd, 

51, Fishergate, 

Preston, 

Lanes 

Tel 0772 53057 

Authorised Atari Service 
Centre Dealers in Atari 
pro ducts since 1 9 78 
Competitive prices and 
fulf after-safes back up, 
Personal service or Mail 
Order. 



PEATS ELECTRONICS, 

25, Parnell Street 
Dublin 1, 
Ireland 

Tel: {00)01 749972/3/4 

We stock o full range of 
Hardware. Software, Inter- 
faces, Printers and acces- 
sories. The fullest support 
for Atari in Ireland. Moil 
Order throughout the U.K 



SOFTWARE EXPRESS 

31, Stoney hurst Road 
Erdington, 

Birmingham, B24 8 HA 
Tel: 021 384 5080 

We are a company dedic- 
ated to supplying ALL your 
Atari needs, which aiso 
includes a PERSONAL 
1MPORTSERVICE and an 
out of warranty repair ser- 
vice For sales and service 
phone 021 384 5080 



Radford Hi-Fi Ltd, 

52, Gloucester Road, 

Bristol 

Avon 

Tel:0272 428247 

We stock and suport a 
comprehensive range of 
products for Atari Huge 
range of software from 
educational to small 
business (pfus games of 
course), Word process- 
ing packages Printers. 
Alt for the best 
computer? 

Trionic, 

1 44,. Station Road, 
Harrow, 

MiddxHAI 2RH 

Tel:Ql S61 0036 

Software, peripherals, 
hooks and magazines A 
comprehensive range for 
Atari. Try our tare night 
shopping r Open 10 am to 
8 p.m. Monday to Satur- 
day. Give us a calf or pay 
us a visit 



York Computer Centre 

7 r Stonegate Arcade, 
York 

Tel: 0904 641862 

Top American and 
English software - over 
1OQ0 titles? Hardware, 
books, magazines, 
accessories, if you need 
anything for your Atari 
try Yorkshires widest 
an d most c ompre he ns ive 
range of products for your 
machine. 
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Games 



DEPTH 



by Sydney Brown 



CHARGE 



The object is to try and destroy the submarines with a 
limited number of depth charges available to your destroyer. 

Plug in a joystick to move the destroyer horizontally 
across the top of the screen and press the trigger to drop the 
depth charges, Charges will be dropped alternately from 
each side of the ship and only two may be dropped at one 
time. The fast moving small purple subs score 50 points 
each, the medium yellow ones are worth 20 points and the 
large green subs score only 10 points. Thirty depth charges 
are allowed for each game. 

Bombs away! 

HV 10 REM «*BMMMMMMttMM**tt*HW*MttMWMMMMMMH 



FA 11 REN * 

FY 12 REM » 

GJ 13 REN * 

MM 14 REM * 

NU 15 REM * 

HO 16 REM * 

EF 17 REM * 



DEPTH CHARGE * 

by Sydney Brown * 

— * 

First published in # 

ACE HEH5LETTER * 

3662, Vine Maple Drive * 

Eugene, Oregon f U.S.A. * 

10 16 REM MMMKMMMMMMMMHttMtt*KMKttKMMHMMH*W 
BO 19 REM 

IG 99 ? "H^sGttAPHIC^ 7 : POKE 752,1?? " JOY 
STICK 1 MOVES THE SHIP AND THE 
TON RELEASES THE DEPTH CHARGES " 
ZA 100 ? 1 



5 ,H , BROWN 



COMPCO 



CC 161 POKE 768, 128: POKE 709 , 138 : POKE 710 

,18! GOSUB 900: POKE 559, 62: POKE 623,1 
KM 106 POKE 53248, 100 : POKE 53249, 126 : POKE 

53250 , 14© : POKE 53251,160 
FD 116 POKE 704, 8: POKE 705 , 202 ; POKE 700,1 

86: POKE 767, 226 :PM=PEEK (1863 -32: POKE 5 

4279, PM: POKE 53277 , 3 : GOSUB 599 
AN 119 POKE 53256 j 1 t POKE 53257 , 1 ; POKE 532 

58,0 i POKE 53259,0 
BC 120 RESTORE :F0R MP=PM*256+1051 TO PM* 

25641062 STEP 2: READ D I POKE MP, 0: POKE 

MP+I,P:NEHT MP 
JE> 122 FOR MP=PM»256+1400 TO PH*256+1411 

STEP 2:READ DiPOKE MP, D: POKE HP+I,D:HE 

XT MP 

IV 124 FOR HP=PM*256+I69fl TO PM*255+1655: 
READ D:P0KE MP, D: POKE MP+I,D:HEHT MP 

DO 126 FOH MP=PH*256+1892 TO PN*256+1983 
STEP 2: READ D 3 POKE MP, D ; POKE MP+1,D:HE 
XT MP 

HM 190 5=160: POKE 53246 , 5 : 51=160 : S2=50 s 53 
=176 :D1 -0 : D2=0 : U=PM*256+80O :CH=30:5C=0 
;HI=8:G6SUB 350 

J J 199 POKE 77,0: SOUND 0,100,8,2 
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5U 20O IF IHT(PEEK(77))=I THEN SOUND 6,14 

,10,10: POKE 77,0 
SZ 261 IF STICK CO) =7 AMD S<187 THEN SOUND 

3,255, 6 j 10: 5=5+3: POKE 53248, S 
PO 202 POKE 53278, Q: IF STICK (03=11 AND S> 
53 THEN SOUND 3 j 255 ,6,18: S=S~3 1 POKE 53 
248, S 

VY 205 SOUND 3, 0,0,0: IF STRIGC03=0 THEN G 

QSUB 306 
TK 269 SOUND 0,100,8,2 

VP 226 IF SKlO THEN 51=208+INT (RND (8)*20 

3 :Ml=RHD(0>*2 
ZG 221 5i=51-Ci+Nil !IF SK286 THEN POKE 5 

3249,51 

JP 225 tf 52<18 THEN S2=200+INT (RN6 10) *46 

) : W?=RND(0)*6 
OP 228 S2=S2-(1*H2) : IF 52<20O THEN POKE 5 

3250,52 

01 230 IF S3>210 THEN 53=4-INT CRND f 01*36) 

:H3=RHD(0)*4 
FJ 231 S3=S3*1*H3 :IF S3>4 THEN POKE 53251 

,S3 

NI 258 IF DI=0 THEN 255 

OM 251 SOUND 1 , Ul-lB , 18 , 6 : POKE VI, 6 : VI = VI 
+3SIF V1>Y+170 THEN DI=6 : U1=V i GOTO 255 
UL 252 POKE VI, 3 

IH 255 SOUND 1,6, 0,0: IF D2=0 THEN 270 
R5 256 SOUND 2 , 02—10 , 18, 6 : POKE V2,8:V2=V2 
+3:IF U2>U+170 THEN D2=B : V2=V : GOTO 270 
VJ 257 POKE V2,12 

MK 270 SOUND 2,0,0,8:IF Di=0 AND D2 = 0 AHD 

CH<1 THEN 700 
CV 280 fl=PEEK C5325G) :IF Q<2 THEN 285 
AC 281 J=1:ZF 0=2 THEN GOSUS 460 
IP 282 IF 0=4 THEN GOSUB 425 
IF 283 IF 0=8 THEN GOSUB 456 
KI 285 Q=PEEK (53257} :IF 0<2 TrIEH 299 
AV 286 J=2!IF 0=2 THEN GOSUB 400 
JE 287 IF 0=4 THEN GOSUB 425 
IU 288 TF 0=6 THEN GOSUB 450 
NK 299 GOTO 200 



NR 300 IF 02=1 OR CHU THEN GOTO 310 

CR 301 SOUND 0,6,8 , 12 : FOR M=50 TO 0 STEP 

-2: SOUND 0, 10,8, H/10 J NEXT Hi SOUND 8,8, 

0,0 

OV 305 CH=CH-1:02-1;P0KE 53253 , 5+16 : V2=V j 

POKE V2, 12 : GOTO 350 
CH 310 IF 01=1 OR CH<1 THEN GOTO 34? 
CT 311 SOUND 0,0,8,12: FOR H=50 TO 0 STEP 

-2 : SOUND 0,10, 3, H/10: NEXT H: SOUND 0,8, 

0,0 

FK 315 CH=CK-1: 01=1: POKE 53252, 5-1 : VI=V~2 

:POKE VI, 3: GOTO 358 
AI 34? RETURN 

UO 350 ? "N":? "CHARGES HITS 

SCORE":? " "jCHj" "| 
HI5" "iSC 
ZY 355 RETURN 

00 400 SOUND 1,77, 8, 3: FOR H=l TO 21: NEXT 

FE 402 FOR H=160 TO 0 STEP -5: SOUND 1,77, 
8,H/18:P0KE 705,128+H/28:NEXT M: 51=280 
SPOKE 5324? , SI : POKE 705,202 

OE 405 5C=SC+10:GQTO 475 

OH 425 SOUND 1,77,8,8:F8R M=l TO 21: NEXT 
N 

OA 426 FOR H=160 TO 0 STEP -5: SOUND 1,77, 
0, H/10 : POKE 70S , 128+H/20 : NEXT H: 52=208 
:POKE 53250, 52: POKE 706,106 

PN 430 SC=5C+50 : GOTO 475 

ON 450 SOUND 1,77, 8, 8: FOR H=l TO 21: NEXT 
H 

KO 452 FOR H-160 TO 0 STEP '5: SOUND 1,77, 
8, H/10 SPOKE 707, 128+H/20 : NEXT Hi 53=10: 
POKE 53251,53: POKE 707,220 

RO 455 5C=5C+20 

SD 475 IF J=l THEN Dl-fl : POKE U1,0;V1=V 
UR 476 IF J=2 THEN D2=0:POKE V2,0:V2=V 
PC 477 HI-HI+1:G0T0 350 

OV 700 ? " VOU ARE OUT OF A HMO !M" 



Counteraction from page 13 



:? 



PRESS START BUTTON 



RESTART GAME 



";:POKE 53279, 0:5OUHD 8,0,0,0 
FH 705 IF PEEK 15327?) =6 THEN GOTO I?8 
RD 70S GOTO 705 

Lfl 500 COLOR 1 : PLOT 8, 3: POSITION 0,79 SPOK 
E 765,l:XI0 la^ttfc^.O^Sr'^FOR H=0 TO 
153 STEP 2:PL0T H, 3 i NEXT H 
OE SOI COLOR 3: PLOT 10, 79: DRAHTO 145,79:P 
LOT 24,78 :DRAHTO 100, 78 : PLOT 56,77:DRA 
WTO 67, 77: PLOT 123 , 70 : DRAHTO 135,78 
CO 902 COLOR 2 : 0=20 : 6=73 : GOSUB 905:A=55:B 
=71: GOSUB 385: A-69:B=72iG05UB 905:A=1B 
8:B-72:G0SUB 585 
OR 503 A=150 :B=73:G8SUB 305 : RETURN 
EG 505 PLOT A, 8+1: PLOT A, B*2: DRAHTO A+3,B 
+5:PL0T A+3,B+6;PL0T A+3 , B+4 : DRAHTO ft* 
6,B+l:PL0T A+2 , B+2 : DRAHTO fl+3 , B : RETURN 
OK 599 FOR H=PK*256+7G8 TO PM*256+2847 ! PO 

KE H,0:NEXT H:RETURN 
OA 1000 DATA 16,24,28,227,127,62 
LM 1O10 DATA 16,24,24,125,171,125 
LH 1011 DATA 16,24,24,125,171,125 
DO 1020 DATA 4,12,12,150,213,198 □ 



C£ 2600 ? I? "FIRST PLAYER TO HOVE ALL CO 

UHTERS FROM HIS/HER BASE LINE." 
BO 2610 POSITION 2,5 i 7 " liMf ti»ITin» " 
EE 2620 ? J? "PRESS START TO THROW BOTH D 
ICE. THE COHPUTER CHECKS FOR H0UE5 AND 
HILL OFFER OPTIONS HHER"; 
ZC 2630 ? "EVER POSSIBLE." 
HH 2648 POSITION 2,11:? ' qSHMiMillirP ' 
LT 2650 ? :? "HHEN OFFERED YOU HAY COHBIN 
E BOTH DICE OR USE TKEH ONE AT A TIN 

SZ 266D ? "ALSO AT TINES YOU HILL BE ABLE 
TO HOVE YOUR OPPONENTS COUNTER BACK 
TO HIS/HER BASE LINE. HHEN YOU CAN "; 
UP 2678 ? "NO LONGER HOVE, ANV COUNTERS 
IN YOUR OPPONENTS MIDDLE LINE ARE MO 
VEO TO SAFETY IN LINE THREE." 
CK 2680 ? : POSITION 2,22:? " I=M **^*TWm 
j««a*.y «iiiii:iH:ijl*«!n -' s piht f 02,2: POKE 
55?, 34 

CX 2656 GET ttl,KEY iCLR :GDTO 130 
EN 2700 GRAPHICS 8 ; POKE 559,0: GOSUB 110 
CV 2710 REM RESTORE 30170 : FOR N=0 TO 95 :R 
EAO X:POKE 1664+N,X:NEXT N 

EF 2728 X=USR tl&331 :PDKE 512 , 128 : POKE 513 
,6 

JT 2730 DSTART=PE£K(560)4256WPEEKC561J 

EY 2740 FOR H=D5TART+6 TO D5TART+28 : POKE 
N, 138: NEXT N:PDKE DSTART+3 , 194 : POKE 54 
286,192: POKE 710 , 0 : POKE 785,18 

NB 2750 PRINT CHRS 11253 

UO 2760 GOTO 2580 

00 2770 DATA 72,138,72,174,156,6,189,176, 
6,141 

IM 2700 DATA 10,212,141,24,208,185,280,6, 
141,23 

IH 2738 DATA 208,238,156,6,104,170,104,64 
,1,104 

HA 2806 DATA 169,7,168,160,162,6,32,92,22 
8,36 

CH 2818 DATA 165,1,141,156,6,76,38,228,0, 
164 

XC 2826 DATA 164,164,164,0,52,52,52,52,52 
,8 

HO 2830 DATA 100,108,180,108,100,100,180, 

100,180,160 
RU 2840 DATA 6,0,18,18,10,16,10,10,10,10 
DA 2858 DATA 10,18,10,10,10,18,10,10,10,1 

0 

HZ 2868 DATA 18,10,10,10,18,10,6,8,8,0 Q 



Supply Blaster 

HI 1230 POP :GOT0 V 

OG 1580 FOR C=l TO 9 i READ A:50UND 0,A,D,C 
+ 1 : SOUND 1 , A+2 , D , C+l J READ 0 *, FOR Q-l TO 
6: NEXT 0:POKE 00,0 
KM 1510 POKE 01, 0: READ I: FOR F=0 TO I: HEX 

T F:HEXT CJRESTORE 1520:RETURN 
NX 1528 DATA 243,28,2,217,20,2,193,20,2,2 
17,28,5, 243, 28 , 2,217,20,2, 193 , 30, 30, 24 
3,45,20,243,120,20 □ 
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Club call 



It has been a few months since our regular column 
appeared and we've been progressing quite considerably- 
First, though, a mention of a few points raised at the Annual 
General Meeting ( A. G-M.) which took place on November 
15th. The attendance was, for want of a better description, 
'tidy', but it was raining, wasn't it? 

The retiring committee were all successful in their re- 
election and even managed to enlist an additional member 
and co-opt another two, The Officers of the club are: 



Mike Reynold- Jones 
Mike Coleman 
Chris Sola 
Dave Jones 



- Chairman (773 2849) 

- Vice Chairman (474 3946) 

- Secretary (458 3865) 

- Treasurer (444 2369) 



and the other Committee members are: 



■ Software Librarian 



Mike Wilkinson 
Wilf Coton 
Les Bostock 
Keith Mason 
Mr Mulcahy 



So if you have a problem, criticism, or just want to buy 
somebody a pint we will be available, (wearing our little 
yellow badges!). 

Due to the total inefficiency of the membership records 
we have started from scratch this year with new member- 
ship cards and new membership numbers. We do not 
intend to admit anyone? who does not show their new card at 
the door (unless they pay the visitors fee), so beware - you 
have been warned. And as the entrance fee has risen 
slightly, the Software Library is now open to all members, 
free of any additional charge - so lefs see you taking 
software out. 

Mike Coleman is running the Modem Sub-Group and is 
frantically working on the setting up of CBABBS (pro- 
nounced kebabs?) and that is the Central Birmingham Atari 
Bulletin Board Service, which should be up and running in 
the not- too- distant future, and all you Atari buffs nation- 
wide will be able to contact BUG. via a modem (once we 
know what the phone number will be!) 

Another sub-group recently set up is the Adventurers - 
but you should know all this - it's in our Newsletter,... 
Newsletter?.... yes, thanks to an absolutely amazing amount 
of work by one Chris Sola last November saw the emergence 
of the all new BUG- Newsletter. We actually anounced 
gome months earlier of our intentions to produce such a 
'rag 1 and made a plea for items worthy of inclusion. Your 
response, as usual was overwhelming, and Chris had to 
write the whole thing himself. We will not be mailing it to 
members so if you want one (and it really shouldn't be 
missed), you will have to come and collect it at one of the 
meetings. We hope that all future issues will be compiled 
entirely from members submissions, so if you have anything 
at all that you have written, from a one line sub- routine to a 
full 64 K machine code programme we want it! 

As well as the newsletter and CBABBS to look forward to 
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this year, we are reviving the raffles, where you will 
(hopefully) be able to win worthwhile prizes for a token 
payment The first of such raffles took place at the main 
December meeting, and just because a few committee 
members won on the party night doesn't mean to say if s 
riggedll The main event at the first night, however, was 
provided by Andre Willey and Al Arnold, who brought 
along, and demonstrated, the N T.S.C system on some 
rather expensive Sony equipment So we were able to see 
and play games at the speed the Americans play them, 
some 15% faster than in the U.K. 

And a final note to all those lucky people who, with 
grateful thanks to Santa, have become proud new owners 
of Atari hardware, and reside in the Birmingham area 
Come and join us and discover what Atari really means. We 
are a user friendly (nice) users group and get pleasure in 
showing you how to get more pleasure from your machine. 
For a very small membership fee you get a free magazine, 
free newsletter and access to a software library, [t is an idea! 
opportunity to share your ideas and problems, and make 
new friends with other Atari enthusiasts. For more details 
phone one of the committee officers or come along and visit 
us instead. We meet at 7.30pm every 1st 3rd and 4th 
Thursday of each month at the Matador, opposite St. 
Martins church, fn the Bullring. We hope to see a few new 
faces this year! 

Mike Wilkinson 



HA VE YOU GOT YOUR COPY 
OF THE BEST CLUB 
MAGAZINE IN 
BRITAIN? 



m 

Filled from cover to 
cover with: 

■ Galvanising 
Games 

■ Tantaftising 
Tutorials 

■ Mind-boggling 
Machine Code 

■ Lotsa Listings 

■ Topical Tips 

■ Realistic Reviews 

Send a cheque/ P.O. for E4-00, made payable to the 
'U.K. Atari Computer Owners Club', for your four issues 
subscription now, Or send C1 -30p (which includes P&Pj 
for a sample copy, to see what the magazine offers. 

Don't delay do it today ft 



THE U.K. ATARI COMPUTER OWNERS CLUB 
P.O. Box 3, Rayleigh, Essex. 




M>FlWA3E WOUD 



12 Ethel Street, 
Birmingham B2 
Tel: 021 643 7559 



THE ATARI STOCKISTS IN THE MIDLANDS 



HARDWARE, SOFTWARE, PERIPHERALS, 

BOOKS, MAGAZINES 

FRUSTRATED WITH YOUR LOCAL ATARI DEALER ? 

FED-UP WITH SEEING THAT SAME OLD SOFTWARE 

ONDISPLAY? 

* 

LOOKING FOR THE LATEST RELEASES ? 

MISSING ISSUES OF YOUR FAVOURITE AMERICAN & 

UK MAG'S ? 

INTERESTED IN SPECIAL OFFERS ON SOFTWARE & 
THE BEST PRICES FOR YOUR HARDWARE 

REQUIREMENTS ? 



NEED INFO ON WHAT'S HAPPENING ON THE 

ATARI FRONT ? 



WHY NOT CALL IN, OR TELEPHONE OUR RECENTLY 
OPENED ATARI CENTRE, LOCATED WITHIN OUR SHOP IN 

CENTRAL BIRMINGHAM 




MAIL ORDER: FREE POSTAGE IN U.K. 



A message from 





TM 



to all owners of 
ATARI, COMMODORE 64, BBC B, 
ACORM ELECTRON and AM5TRAD Compi 

Software companies grow on trees ... at least that's the way it 
seems from the number of new companies springing up every 
week! 

ENGLISH SOFTWARE was launched three years ago with a 
smashing little game for Atari Computers called Al RSTRI KE 1, 

which quickly became oneof the most popular U.K. programmed 
gamesfor the Atari. 

Then, as now , Atari Computers were amongst the most 
advanced on the planet but they were a TRIFLE expensive! 
But we knew that prices would come down, and that more people 
people would soon appreciate the great range of 
Atari software produced by ENGLISH SOFTWARE. 
But Atari owners used to be a funny lot, being heard 
to utter such gems as: 

1 1 It can 't be any cop, if it costs less than £20" 
Honestly, that's what they used to say I Anyway, 
in the face of this rather strange attitude, we went 
ahead and committed the ultimate sin: 

ATARI GAMES AT £9.95! 
We expected some slight resistance to these 
prices from Atari owners who only equated high 
quality with high prices, but we were wrong: 
Everybody thought the prices were great, and the 
games too! 

We even produced the fantastic ATARI CASSETTE 
EDHAMCER at £ 7 .95 , a superb utility program for 
BASIC programmers . 

3o now, for those of you who might have missed out on 
all our excellent Atari titles, we are releasing something 
very, very special: 

ATARI SMASH HITS Volumes 1, Z and 3 
from ENGLISH SOFTWARE. 

Five great games on one cassette for only £ 14 .95, 
orondiskat£17.95! 

Each cassette features our top-rated JET-BOOT JACK plus four other popular titles. 5o now you have no excuse 
to miss out on the best range of U. K. produced Atari 400/800/600KL/800XL software for 52K machines. If your 
dealer does not yet have them in stock, ask him to order them from his nearest Atari wholesaler. It will be the best 
Atari buy YOU will make all year! 

We have also just released COLOSSUS CHE55 3.0, the best chess program available anywhere for 
Atari 400/800/6Q0XL/80GXL computers with 48K. Very powerful, with lots of excellent features. 
For our good friends with other home computers, our programmers are busy producing original games for you as 
well. They are all illustrated on this page. HENRY'S HOUSE on the Commodore 64, and JET-BOOT JACK on the 




Electron are now available at selected branches of W.H . SMITH . 
Selected English Software titles are available at; HARRODSand 
selected branches of: LASKY'S, BOOTS, GR All ADA COMPUTER 
STORES, CO-OP STORES, THE S ULICA SHOP hail Order and 
Retail and all good software stores. 

THE EMGLISH SOFTWARE COM PAH Y 
1 north Parade, Parsonage Gardens, Manchester M60 1BK 

TRADE ENQUIRIES WELCOME: 061-835 1358 
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